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The professor and his team of experts work frantically to perfect the ‘‘Ad Astra’ project 
at the university’s science center. Just moments before they are ready to conduct their 
final test the outer halls of the building shatter as the radioactive mutants of a devas- 


tated Earth attack! 


Can you as the Human player hold off the fearsome attack of the Mutants? Can you 
as the Mutant player defeat the humans and their brave little robots before they escape? 


You'll only know after you have played your FREE copy of 


ATTACK ortne MUTANTS 


This special introductory version of “Attack of the Mutants” is yours FREE when you send 
£1.00 ($2.00) for our catalogue of games. 

Our beautiful full colour catalogue has dozens of games from science fiction, history, fantasy and war. 

Whether you are new to Adventure gaming or an old hand you'll find many exciting titles to select from in 

this beautiful catalogue. 


U.K. Send £1.00-to U.S.A. Send $2.00 to 
GAMES WORKSHOP; SYA YAQUINTO PUBLICATIONS 
17/18 Hythe Road P.O. Box 24767 

“TAY Dallas, Texas 75224 


London NW10 


SPECIAL BONUS OFFER 


Order any of these exciting games and we'll send you both the game catalogue and the special version of Attack of 
the Mutants absolutely FREE. 


Swashbuckler £4.95 ($8.00) Demon's Run £4.95 ($8.00) Asteroid Pirates £ 4.95 ($ 8.00) 
The Barbarians £4.95 ($8.00) Battle £4.95 ($8.00) Time War £9.45 ($14.00) 
Beachhead £4.95 ($8.00) Fast Attack Boats £4.95 ($8.00) Shooting Stars £11.95 ($16.00) 


Check or Money Ordet must accompany all orders. Sorry no C.O.D's. Allow three to four weeks for delivery 


SHOP: 1 DALLING RD., 
HAMMERSMITH, W6 
TEL: 01-741 3445 
MON-SAT 10.00-5.30 


ALL MAIL ORDERS TO: 


ALL ORDERS DESPATCHED 


DUNGEONS & DRAGORS 


NEW — NEW — NEW — NEW —- NEW - NEW 


SPECIAL AFFERS 
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te world in which the Modules are set £6,50 
MODULES (Ready-to-play adventures): 

G Modules: The ‘Against the Giants’ Series: 
Gi& G2... £2.50each G3... .£2.50 


DUNGEONS & DRAGONS 


SCENARIOS — SCENARIOS — SCENARIOS 
The Fantastic Wilderlands Series: 
City State of Invincible Overlord . 
City State of the World Emperor . 
Wilderlands of High Fantasy 
Fantastic Wilderlands Beyonde. . . .£6.50 
Wilderlands of the Magic Realm. . .£6.50 
Wilderlands of the Fantastic Reaches£6.50 
First Fantasy Campaign . 
Caverns of Thracia. . . 
Verbosh £4.50 
Tegel Manor. .£3.95 Dark Tower . 
Maltese Clue. .£2.95 Modron 
Book of Treasure Maps 1... . 
Book of Treasure Maps 2 . . 
Mines of Custalcon 


-£6.50 
£8.95 
-£6.50 


£4.50 
. £3.95 
-£3.95 
£2.50 
. £2.95 
. £2.99 
£2.95 
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Survival of the Fittest. . 

GenCon IX Dungeons. . 

Operation Ogre 

Thieves of Badabaskor . 

Citadel of Fire 

Frontier Forts of Keinor: 

Under the Storm Giant's 

Sword of Hope. 

Tower of Ulission . es 

Temple of Ra Accursed by Set 

Escape from Astigar’s Lair. 

The Dragon Crown - 

Treasure Vaults of Lindoran 

Portals of Torsh 

Of Skulls and Scrapfaggot Green ... . 

NEW — NEW — NEW — NEW — NEW — NEW 
Spies of Lightelf: Details 2 villages in Wi/der- 
ness series but usable in any campaign .£3.50 
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£5.95 


Science fiction role-playing in t 

A f sple die-rolls and you 
stars in search of fame, fortune ar 
TRAVELLER (Boxed Set) 
RULES SUPPLEMENTS 
Mercenary 

NEW — NEW — NEW — NEW 
High Guard (2nd Edition!) 
SUPPLEMENTS: 

76 Patrons. . .£1.95 
Animal Encounters 
The Spinward Marches £1.95 
1001 Characters £1.95 
TRAVELLER DOUBLE ADVENTURES 
Shadows/Annic Nova £2.50 
Bright Face/Mithril 


£2.95 
NEW — NEW 
£2.95 


£1.95 
£1.95 


Citizens 


TRAVELLER ADVENTURES (Scenarios): 


Twilight's Peak 
GAMES COMPATIBLE WITH TRAVELLER 
£4.50 Snapshot. £5.96 
Azhanti High Lightning ¢ 
MAGAZINE — MAGAZINE — MAGAZINE 
Traveller's Journal (No.7): Quarterly, £1.35 
Best of the Journal: Items from Nos. 1-4.£2.95 
PLAY AIDS — PLAY AIDS — PLAY AIDS 
Ref’s Screen. .£1.75 Logbook . .£1.99 
Starships & Spacecraft: Deck plans. . .£4.25 
Astrogaters Chartbook: Mapping system£2.99 
COMING SOON — COMING SOON 
ISS Ship Files: 6 new starships fully detailed 
with some leads to possible adventures .£1.95 
Personal Data Files: Pad of 50 


Starship Lay-Out Sheets: Pad of 50. . .£1.99 


NEW — NEW — NEW — NEW —NEW— NEW 
BOXED GAME - BOXED GAME 
Quirks: Quirks are hilarious looking plants 
and animals that you will create in this game 
of unnatural selection, You must evolve 
your creation so that it will adapt to varying 
climatic conditions and prevail, Through icy 
wastes, dry steppes, scorching deserts, steamy 
jungles and oceans you must constantly pro- 
duce traits to enable you to survive and 
become the dominant species. Versatility, 
bluff, luck, strategy will all be needed to 
force rivals into exstinction. From the sarne 
stable as Cosmic Encounter, this game is for 1 
4 players (solo rules), Full-colour. . . .£8.50 
Quirks Expansion Kits: Each kit contains 36 
new, full-colour traits and climatic ratings 

Soon Kit 2. Soon 


NEW — NEW — NEW — NEW— NEW —NEW 
MIN-GAMES.- MINI-GAMES- MINI-GAMES 
New games in compact format from Steve 
Jackson, inventor of Ogre and The Fantasy 
Trip. Each game contains map-sheet, die-cut 
counters and rules. 

Kung Fu 2100: A tongue-in-cheek martial 
arts ‘game, originally published in The Space- 
Gamer issue 30. Kung Fu hero attempts to 
raid and destroy the headquarters of a 
mad scientist and his clone vats 

Raid on Iran: Topical fast-moving game which 
gives you the chance to do better than Jimmy 
Carter and mount a raid on the US embassy 
in Tehran to free the hostages . 
One-Page Bulge: A title that speaks for itself. 
A compact recreation of the famous Ardennes 
offensive of 1944 


PLAY AIDS — PLAY AIDS — PLAY AIDS 
RuneQuest Rulebook 

Trolls & Trollkin 

Scorpion Men & Broos 

Militia & Mercenaries . . 

Foes... 

RuneQuest Shield . 

Cults of Prax: Cult-by-cult guide to the basis 
of RuneQuest magic. History, references, 
illustrations and maps. A key document £7.95 
NEW — NEW — NEW — NEW — NEW — NEW 
The Gateway Bestiary: Monsters from legend 
& literature to expand your campaign. . £4.95 
Plunder: 640 pre-generated treasure hoards 
plus 43 magical treasures of Glorantha . £3.95 
Runemasters: 45 Rune Lords, Priests and 
Lord-Priests of the cults complete with spells, 
experience, bound-spirits, treasure ete . £3.95 


MICROGAMES — MICROGAMES 


Olympica 
Melee . . 
Rivets. . 
tee War . 
Holy War : 
Sticks&Stones£2.25 Artifact. ‘ 
Ramspeed ...£2.95 Stalin'sTanks . 
Invasion of the Air Eaters . 

One World/Annihilator. 

Rommel’s Panzers . 

Dimension Demons . 

NEW — NEW — NEW — NEW—NEW— ~NEW 
Fury of the Norsemen: Viking raids, plunder, 
berserkers, Divine wrath & more. 

Lords of the Underearth: Raid on dwarf lair. 


Wizard. . ; 
Black Hole... 
Hot Spot . 


Convertible for use with Fantasy Trip .£2.95 


TUNNELS&TROLLS—TUNNELS& TROLLS 
Tunnels & Trolls: Fantasy role-playing game; 
all you need in one handy rulebook . .£3.50 
SCENARIOS — SCENARIOS — SCENARIOS 
Dungeon of the Bear: Level 1 . . -£1.25 
Level 2. . .£1.25 Level 3. . £1.25 
Uncle Ugly’s Underground .... . £1.25 
SOLO SCENARIOS — SOLO SCENARIOS 
Naked Doom .£1.80 Weirdworld . .£1.80 
Buffalo Castle.£2.00 Overkill £2.00 
Sorcerer Solitaire £1.80 
Arena of Khazan. . . -£2.25 
Beyond the Silvered Pane >... .... . £2.25 
NEW — NEW — NEW — NEW —NEW —NEW 
Toughest Dungeon in the World:Solo .£2.99 
Labyrinthe: Solo dungeon. 

Sword for Hire: Solo dungson . 

Sewers of Oblivion: Solo dungeon .. . 


Please mention WHITE DWARF when replying to advertisements 


SHOP:6 ST JAMES’S SQ 
H P MANCHESTER, M2 
TEL: 061 832 6863 
LTD MON-SAT 9.30-5.30 


17/18 HYTHE ROAD, LONDON NW10 GRT. TEL: 01-960 4775. 
MAIL ORDER CHARGES: UK- Please add 50p p&p for orders under £4.00. Orders over £4.00 post free. 
WITHIN 7—14 DAYS UNLESS OTHERWISE ADVISED. TRADE ENQUIRIES WELCOME. 


ACCESS & BARCLAYCARD WELCOME, 
OVERSEAS- Please add 


33% on all orders 


BOXED SF BOARD GAMES 
Asteroid: Explorers battle ‘berserk computer 
brain on asteroid mining station ig 
Dark Nebula: Strategic interstellar combat 
with eight astromorphic maps 

Imperium: The much acclaimed game of star 
empires at war 

War of the Worlds: The Martians invade! 
Closely follows the classic novel 

Stellar Conquest: Space exploration, product- 
ion and conflict for 2-4 players 

Godsfire: Politicyeconomics/star war . £11. 95 
Marine: 2002: Lunar tactical combat . £11.95 
Ultimatum: Nuclear tactical diplomacy. £8,50 
Time War: Tactical level game set in the future 
when forces time hop to change history. £9.45 
Starfall: Galactic emperors must expand by 
exploration, wars and development. . . £9.45 


FANTASY BOARD GAMES 
The Beastiord: Game of fantastic encounters 
in a mystic world 

Mythology: 2-10 player game that allows 
players to act as Greek Gods and influence 
heroes and monsters. ... . £11.95 
Darkover: On an alien world, telepathic 
humans control elemental energies, Players 
engage in fierce and hilarious psychic conflict 

Short rules, full-colour, skilful & fun . .£8.50 
Divine Right; Multi-player game involving 
diplomacy, role-playing, combat, fast-changing 
events, fragile alliances and potent magic as 
players battle to rule the world .... . £8.50 
Dungeon!: The board game of fantastic 
adventure in dark labyrinths . . £6.95 
Knights of Camelot: As the knights of legend, 
players quest for honour and chivalry . £7.95 


Elric: Michael Moorcock’s Elric of Meinibone 
as a game. Full-colour map, die-cuts, etc. £8.50 
Snit’s Revenge: First published in the Dragon. 

Wacky snits invade the bolotomus , . .£7,00 
Stomp!: Minigame; elves go scrumping in the 
giant’s orchard. Giant goes STOMP! . .£2.25 
Middle Sea: Meditteranean, Middle Ages, war 
& economic rivairy between empires . £12.45 
Hammer of Thor: Build an army of Gods, 
giants, dwarfs and elves, in multi-player role- 
playing game of Norse Mythology. . . £14.95 
Dragon Pass: De-luxe, boxed, full-coloured 
revamp of White Bear/Red Moon . . . £10.95 
NEW — NEW — NEW — NEW —NEW- NEW 
King of the Mountain: Board/role-playing 
game of struggle to rule kingdom. . . .£11.'50 
Swordquest: New boxed, expanded version of 
the Pocket Game of high fantasy . . . .£4.95 


THE LARGEST SELECTION | 
OF GAMES IN THE WORLD 


VISIT OUR SHOP FOR ALL YOUR SF - FANTASY - WARGAME NEEDS 


Choose from hundreds of Books, Boardgames, Figures & Fanzines, Scenery & Supplements, 
Micro’s & Monsters, Rulebooks & Role-Players, Paints, Dice, Brushes, Zip-Locs, Magazines, 
Accessories & Supplements! 


* Avalon Hill "SPU. * Games Workshop 2eE¢CEECEECEEECEEECEEEZEEEL 
* Judges Guild *G.DW. * Martian Metals S) SAVE £1 | SAVE £3 ANG 
* Flying Buffalo *3.8.R: * Traveller NY on a purchase of £10 or more. | on a purchase of £30 or more WN 
* Star Force 300 *W.R.G. * International Team Bring this Voucher to Games Centre at 22, Oxford Street, 

* Chronicle ” Asgard * Archive NY London W1 and it will be accepted as part payment for any AN; 
* Yaquinto * Metagaming * Hinchliffe N) goods purchased on the First Floor War Games Dept. Only NG 
* Runequest *F.G.U. * Humbrol NY one Voucher per purchase and this may not be used in 
* Ral Partha * Eon * Task Force =~ conjunction with any other voucher or discount scheme. 3 
* Zocchi * Bellona * Osprey SN) Valid until 31st July 1981 wo & 
* Master Models * Newbury * Milliput NHAADA AAADDADDADAZ Ny 


OPEN \ 
9.30am — 10pm \ 
Mondays — Saturdays ~~) 
22 OXFORD STREET, LONDON W1 (First Floor) 
Near Tottenham Court Road Tube Station 


TRAVELLER 


Science-Fiction Adventure in 
This is Free Trader Beowulf, the Far Future 


calling anyone. . . 

Mayday, Mayday. .. we are under 
attack. .. main drive is gone. , 

turret number one not responding. . . 


Mayday. . . losing cabin pressure GDW’s award winning SF 


fast... calling anyone... please help. . . 


Fae tree Sender Bing role-playing game! 


Mayday. . . 


TRAVELLER 


Science-Fiction Adventure in Game Designers’ Workshop Games Workshop 

the Far Future 203 North Street 1 Dalling Road 
Normal, IL 61761 Hammersmith, London W6 
USA UK 


Military Simulations 
18 Fonceca Street 
Mordialloc, VIC 3195 
Australia 


Game Designers’ Workshop 
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Games Unlimited Wargames Catalogue. 
“The best thing since sliced FRED!!!” 
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ALSO U.K.’s LARGEST STOCKIST OF SPORTS SIMULATIONS © =.= *! 


Please mention WHITE DWARF when replying to advertisements 


Write for FREE catalogue: 


GAMES UNLIMITED, 
Kingston on Thames, 
Surrey. 


01 549 6486 
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10 Victoria Street, Newark, Notts. Tel:0636 77495 ¢! 


Citadel Miniatures U.S.,Inc., P.O. Box 12352, Cincinnati, Ohio 45212 


Each Citadel Master Figure is Individually Hand Sculptured by our own Craftsmen 


NOW AVAILABLE! 
SPACEFARERS RULES 


Spacefarers is a set of -science fiction 
skirmish rules designed specifically for the 
Spacefarers range of figures. The rules have 
been designed for 2 players to carry out 
small scale skirmishes with each player in 
control of a unit of Imperial Marines, Dark 
Disciples, Star Patroimen or independent 
gangs. 

The object is for each player to defeat 
the other's unit in a given scenario, but as 
scenarios and missions are linked, success- 
ful units will gain character and notoriety. 
Heroes will live and die. 

The rules include Technical 
History, Scenarios and more. 


Data, 
£1.95 


As weil as being specifically designed to comp- 
lement the SPACEFARERS rules, this range is 
also ideal for use with other Science Fiction 
table top rules and Science Fiction role-playing 
games. 


2nd Edition Catalogue: 40p + 15%p SAE. 
MAIL ORDER CHARGES: UK: Please add 10% 
p&p (minimum 14p, post free over £10). 
OVERSEAS: Please add 33% p&p. 

All orders despatched on the same day. 


ry 
TRADE INQUIRIES WELCOME. 


CITADEL US NOW OPEN. US CUSTOMERS 
please send $1.00 for our catalogue to: 

Citadel Miniatures US Inc., PO Box 12352, 
Cincinnati, OHIO 45212. 


THE SPACEFARERS RANGE 


A range of travellers, traders, privateers, pirates 
and police of the planets and star lanes designed 
specifically for the new SPACEFARERS rules. 


$1 Star Patroiman + Laser Pistol 

S2 Star Patrolman on Jet Cycle 

S3 Star Marshal + Laser Rifle 

S4 Star Ranger + Autolaser 

S5 Bounty Hunter + Bolt Rifle 

S6 Planetary Citizen 

S7 Female Planetary Citizen 

S8 Adventurer + Machine Pistol & 
Power Glove 
Adventurer + Autolaser & Force Sword 25p 
Adventurer on Jet Cycle 
Adventuress + Laser Pistol 
Adventuress on Jet Cycle 
Star Lane Pirate + Machine Pistol. . . 
Star Lane Pirate + Laser Pistol 
Star Lane Pirate + Bolt Gun 
Star Lane Pirate on Jet Cycle 
Star Lane Pirate Girl + Laser Pistol . . 
Star Lane Pirate Girl on Jet Cycle. . . 
Street Rebel + Machine Pistol 
Street Rebel on Jet Cycle 
Interplanetary Scout + Bolt Gun .. . 
Interplanetary Merchant 
Supreme Lord of the Dark Disciples . 
Dark Disciples Advancing with 
Machine Pistol 
Dark Disciple Crouching + Bolt Rifle. 
Dark Disciple +PortableMissile Launcher25p 
Dark Disciple in Power Armour with 
Heavy Bolt Rifle 
Dark Disciple Follower on Jump Scooter 55p 
Dark Disciple Monk + Bolt Gun. . . . 25p 
Fanatic Disciple + Bolt Gun 
& Power Glove 
Fanatic Disciple Priest + Bolt Gun 
& Hand Flamer ides oe 
Emperor of the imperialists... ... 25p 
Imperial Marine Advancing + Laser Rifle 25p 
Imperial Marine Advancing 
+ Needle Rifle 
Imperial Marine + Conversion Beam 
Projector 
Imperial Marine in Power Armour + 
Autolaser . 25p 
Imperial Marine on Jump Scooter. . . 55p 
Imperial Marine Officer + Laser Pistol 25p 
Imperial Invincible Trooper Advancing + 
Autolaser iti ANS. Sie 
Imperial Invincible Captain + Needle Gun 
& Force Sword 
Robot Fighting Machine. . 
Security Robot . . : 
Battle Droid 
Giant Android Law Inforcer 
Cyborg Assassin. ......... 
Armoured Hovercar + Crew .. . 
Spacefarers’ Jet Packs 
Spacefarers’ Weapons 


SPACEFARER SPECIALS 

S49 ‘Big Brother’ Armoured Security Vehicle 
with Crew 

$50 Six Gun Attack Droid 

$51 Street Rebel on ‘Chopper’ Jet Cycle . 

S52 Tracked Robo-reconnaissance Droid . 

$53 Giant Robot Sentinel 
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WHITE DWARF 


EDITOR: lan Livingstone 
DEPARTMENTAL EDITORS: Albie Fiore, 
Andy Slack, Bob McWilliams 


PRODUCTION ARTISTS: John Bradley, 

Mary Common, Liz Lindars 
PASTE-UP ARTIST: Richard Swingler 
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The publication of this issue means 
that White Dwarf moves into its fifth 
year and we hope that there are 
many more to come. This does, of 
course, depend on you, the reader. 
On page 27 will be found another 
questionnaire for us to discover 
readers’ likes and gripes. Sending in 
replies is an effort, we appreciate 
that, but the more people who re- 
spond, the more accurate the assess- 
ment will be. If readers wish to 
save on postage, both replies to the 
questionnaire and answers to the 
Creature Quiz can be sent in the 
same envelope. Contributions to 
Fiend Factory, Starbase, Treasure 
Chest could also be included if you 
really get carried away! 


FEATURES 


An Introduction to Dungeons & Dragons Lewis Pulsipher 8 
Part ||] — The Spell-Using classes 

Creature Quiz 10 
A prize quiz to test your gaming knowledge 

The Self-Made Traveller Trevor Graver 11 
Optional skill acquisition for Trave//er characters 

The Dungeon Architect Roger Musson 14 
Part | — The Interesting Dungeon 

Lower Canon Court Tony Chamberlain & Paul Skidmore 17 
A clerical AD&D skirmish 

Blowout Andy Slack 21 
Vacc suits in Travel//er 

Questionnaire 27 


Reader’s opinion survey 


DEPARTMENTS 


Open Box 1 
A look at some new games by independent reviewers 
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We look forward to your replies Letters 16 
and in the meantime thank you for Reader's views, questions and comments 
your .continied: Subport ol vue C—O 
Dwarf, the British voice for science Treasure Chest edited by Andy Slack 20 
fiction and fantasy gaming. A selection of reader’s ideas for AD&D 
Fiend Factory edited by Albie Fiore 22 
trl New monsters in The Black Manse, a D&D mini-scenario. 
a: ‘ News 24 
What's happening in science fiction and fantasy gaming 
Starbase edited by Bob McWilliams 25 
Traveller suggestions — and questions answered 
Character Conjuring edited by Andy Slack 26 
What makes a good AD&D character class? 
Clubs, Help! and Classifieds 28 
Reader’s information section 
SUBSCRIPTIONS: Please: send'andmake'rariit- “Fie nore your pecvonel wstac/ipthi mumbo show on thw envelope addres lobal. louse auto his tide Jil tatu’ ooireapondehoetgaroing rnaltals eu bc, ¥ 
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Hythe Rd., London NW10 6GRT. Tel:01-960 4775. fort amerieo: Drsgon Putiiching, PO Box 110, Leke Geneva, Wi 52047 Australin: Games Wholesale Co., 9 Douglas Strawt, Weut Perth, Western Australia 


White Dwarf is published bi-monthly. Annual 
subscription rates are: UK - £5,00; Europe - £7.00; 
USA - $18.00 (airmail) ; Other - £8.00 (airmail). 
BACK ISSUES of White Dwarf Nos, 16—24 are 
still available at a cost of 75p + 20p p&p each 
($3.25 each including airmail postage overseas). 


All subject matter in White Owarf is copyright of the publishers Games Workshop Lid 

All rights on the contents of this publication are reserved. Nathing may be reproduced in whole or part without prior consantat the publishers,@Games Workshop Ltd. 1981 
Oungeans & Dragons © is renistered trade mark af TSA Hobbies. sr 

The opinions expressed i the articles and reviews are those of the authors and reviewers and fot necessarily these of the publishers. 

Display advertising rates and trade enquiries are available on request. 


Contributions: The editor will be pleased to consider any previously unpublished articles or artwork for inclusion in White Dwarf Contributions should be typed, double 
spaced on one side of the paper only. 
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Introduction 
to Dungeons 
&’e Dragons 


The Magic-User 

Fifteen large hellhounds approach down a 
long corridor. What can the adventurers 
do to avoid cripplingdamage? “Step aside,” 
says Orion the Mage. From his finger a 
spark flashes, becoming a deafening, 
raging bolt of energy as it streaks down 
the corridor. When their eyes readjust, 
the adventurers see five dead hellhounds 
and ten more running away. ““Twas 
nothing,” says Orion, modestly . . . 


Every D&D veteran remembers the first 
time he used a lightning bolt, and how 
satisfying it felt. The magic-user class is 
the overwhelming favourite of experienced 
players, partly because magic is the unique 
aspect of fantasy games, but also because 
magic-users are the most powerful char- 
acters at high levels. One of the flaws of 
the game is that magic-users become cap- 
able of mass destruction at relatively low 
levels. Moreover, unless the Dungeon 
Master works to restrict certain spells, by 
strict rule interpretation or by rule 
changes, they get out of hand. 
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A magic-user’s strength is in his spells; 
everything else is weakness. About one 
quarter of a party will be magic-users; 
many of them elves. Magic-users should 
be protected by armoured characters, but 
able to see beyond the front or back line 
of the party. Since they represent the 
party’s last line of defence, they should 
be closely protected; each spell they must 
use for their own survival is one less for 
the party to call upon at need. A party 
with only one magic-user is asking for 
trouble, since a single charm or magic 
missile can incapacitate him. 

Most magic-users pick a dagger as their 
first weapon, but a few like darts; throwing 
either weapon can be surprisingly effective. 


TACTICS 
A magic-user can play many roles, some 
of which are: 

Commando: This role calls for high hit 
points, or magical protection such as 
Bracers of Defence, and some kind of 
invisibility. The ideal is a fighter/magic- 
user. The character uses spells to penetrate 
enemy defences, then strikes from the rear, 
a favourite target being the strongest 
enemy magic-user. Careful planning is re- 
quired, or poor co-ordination may leave 
him stranded. Common infiltration spells 
are fly, invisibility and dimension door. 

Radar: Detect magic and detect invis- 
ible are often used. The latter is vital when 
magic-using enemies are expected. Wizard 
eye is good for scouting complexes or 
dark chambers. 

Information gatherer: A charmed per- 
son can reveal a lot. ESP and clairvoyance/ 
clairaudience are used to ‘case’ a place for 
a future attack. Read /anguage and ident- 
ify can only be taken if you have spells to 
burn. 

Decoy: Dancing lights or phantasmal 
force combined with audible glamer or 
ventriloguism can play a big part in evasion 
or attack. The illusionist subclass is better 
suited to this. 

Defence: A web is good defence in 
a dungeon, and so it’s the most commonly 


Part U1: 


The 
Spell-Using 
Classes 


by Lewis Pulsipher 


used second level spell. Stinking cloud 
also stops pursuit. Both spells can be used 
offensively as well. Hold portal, wizard 
lock, protection from evil, invisibility, 
haste, and dispe/ magic are all commonly 
used. 

Anti-individual: Charm, hold person 
and suggestion are often used against 
powerful individual opponents. To petrify 
a small group, a magic-user can use a 
phantasmal force of a medusa head. 

Provider of cannon fodder: Charmed 
persons can sometimes be persuaded to 
open chests or fight for the party. More 
fun are charmed monsters, if you can 
speak with them. Learn trollish, for a 
regenerating charmed monster is worth 
any two others. Before an adventure a 
magic-user can po/ymorph an insect into 
a troll, then charm it. What a bodyguard! 
And it impresses the yokels. 

Artillery: Most players prefer to use 
magic-users as heavy artillery. When 
tough monsters appear, /ightning bolt, 
fireball, fear, and confusion are unlim- 
bered. Although charming a dragon is 
elegant, blowing it up is more exciting. 
Nonetheless, a magic-user who relies on 
brute force will meet a bad end. There 
are many possibilities for the victory of 
brain over brawn — don’t waste them. 
In your spare time, read through the spells 
to think of new uses and combinations. 
For example, ventriloquism can be used 
to convince ignorant creatures that a skull 
is a god. Some spells are ends; others are 
means. 

Most magic-users try for a homunculus 
when they reach seventh level, depending 
on their hit points and the availability of 
the necessary spells. Most ignore the find 
familiar spell, because the average fami- 
liar‘s powers aren‘t worth the loss of hit 
points when it dies. 

Much of this applies to illusionists as 
well as the standard magic-user. This 
subclass lacks the heavy artillery, though; 
spells tend toward deception and uncert- 
ainty. The illusionist player must be more 
cerebral. 


AN INTRODUCTION TO DUNGEONS AND DRAGONS: PART 111 


The Cleric 

A bedraggled, sorrowful band of advent- 
urers carries a body to a temple at dawn. 
“O enlightened high priest,’ pleads the 
paladin, “Ammendil the ranger gave his 
life to defend us, killing four ogres before 
he fell. Is there no way to restore him to 
our ranks, to be an example to all by his 
deeds and dedication to our cause?” 

The priest ponders; then intones: “in 
the name of our patron saint Georgias, 
! beseech thee, O Lord, to restore life to 
our lost comrade-in-arms. Let him once 
again smite thine enemies, for thy Name’s 
sake,“ 

And the dead man awakens! 


Raising the dead is the most unusual 
move in gaming, It is the definitive attain- 
ment of any good cleric, and its opposite, 
slay living, is the aim of any evil one. Since 
most clericsare good, this advice is address- 
ed to them; just remember that evil clerics 
are in every way opposed to what the good 
clerics stand for, though tactics are occas- 
ionally similar. 

In D&D, clerics are religiously inclined 
warrior-spellcasters. They are not such a 
popular class as magic-users or fighters, 
but this stems partly from misconception 
of their role. A cleric who merely casts 
spells while watching events is wasting his 
potential, for many of the best warriors 
in D&D are clerics. Their spells are com- 
paratively unspectacular and weak. A 
cleric might hang back when first level for 
lack of hit points, but thereafter he should 
smite in his god’s name whenever a good 
chance appears. The cleric has no out- 
standing strength, but no weaknesses; in 
many ways, this is the most interesting 
character class. 

Roughly 20% of a party will be clerics; 
they take positions near the front or rear 
of a party, where they are well-placed to 
drive away undead or cast spells as well 
as fill a hole in the front line during a 
fight. 

There are three good choices for a cler- 
ic’s first two weapons: mace, hammer and 


flail, A mace does more damage, but 
requires twice as much room asa hammer; 
a flail is useful only outdoors or in large 
rooms. 


THE CLERIC’S ROLES IN A PARTY 
Despite what I’ve said above, the cleric 
must think of spells first and fighting sec- 
ond, On the other hand, the stereotype 
healing cleric wastes the character. Opt- 
ions are: 

Healer: Cure light wounds is the most 
common first level spell. Cure serious 
wounds, raise dead, neutralise poison, 
and others all serve the cleric-as-medic, 

Radar: Detect magic and especially 
detect evil can be useful. Know align- 
ment can be useful in town, dealing with 
artisans and merchants — just don’t let 
them know you’re using it. Commune is 
a marvellous source of information 
which many players fail to use. 

Defence: Speak with animals is excel- 
lent outdoors, since it often prevents 
meaningless fighting. Protection shouldn't 
be forgotten, especially when demons and 
devils are around. Continual light should 
be cast on objects well before anadventure, 
since it lasts until dispelled. 

Offence: S//ence is great against spell- 
casters or when you want to sneak about. 
Light and darkness are also useful. Ho/d 
person is better than the magic-user’s 
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charm. Bless should be used against opp- 
onents of good armour class. Command 
can be used in some situations. — usually 
‘surrender’ is the word, 


Many players avoid cleric characters be- 
cause they prefer neutral or non-religious 
types. The good cleric must concern him- 
self with the conversion of unbelievers, 
kindness to the innocent, and devotion to 
his gods, In some campaigns he will not 
want to hurt a fly, but more often he is a 
church militant willing to smite evil when- 
ever necessary. Even so, he must not turn 
a blind eye to unnecessary violence. He is 
the strongest proponent of teamwork in a 
party. 


Subclasses 

Monks are closer to fighters than clerics, 
and will be dealt with next issue. Druids 
are really a separate class, with strong, 
specialised outdoor magic. They should 
use the animal friendship spell and speak 
with animals to gain scouts and body- 
guards — even a trained dog is a match for 
most first level characters. Space precludes 
dealing with them in any detail though. 


Next issue, in Part IV, | shall examine the 
other two main character classes: Fighters 
and Thieves. = 


Creature Quiz 


Here is a quiz based on SF and fantasy games. Some research will be necessary, but the first 3 correct entries: 
drawn out of the hat (or the 3 with most correct answers) will be given a free year’s subscription to White Dwarf. 
Entries should be sent to Creature Quiz, White Dwarf, 1 Dalling Rd, London W6 to arrive no later than 1st July 1981. 
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1. Fill in the missing words to complete 
the titles of the following games: 


5. /n which role-playing games do the 
following creatures appear and what 
are their names: 
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GAMES OF 
STRATEGY 


2. In which boardgames do the following 
characters appear? 


(a); CALICOMACK 6 iia. cis ok te a a 
FREI SEPRONGIIN  wcasin jie) fa.'s 85% io leaves 
(c) ADAM THE WHITE............ 
(d) REVEREND MOTHER RAMALLO . 
KOMI VINITTV AR is euslele «oe cies os 
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4. Identify the games from which the 
following counters are taken: 


. Identify the game companies associated 

with the following logos (where the 
name features as part of the logo, it 
has been omitted): 
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Optional Skill Acquisition for Travellers 


en ut a. 


by Trevor Graver 


In this article, | propose a system whereby 
players may choose skills, rather than 
acquiring them by random die rolls. The 
system revolves around the idea of skill 
points; these are earned as the character 
progresses through his or her service 
career, 

Skill points are earned according to 
the character generation system in use. 
Table 1 is used for basic Travel/er, Supple- 
ment 4, and other careers using the Book 
1 system; Table 2 is used for expanded 
character generation systems such as Mer- 
cenary, High Guard, Criminals (White 
Dwarf 19), Star Patrol (White Dwarf 20), 
Merchants & Merchandise, etc. In these 
expanded systems, there are certain limits 
on the first skills acquired; these are as 
stated in the appropriate system, eg the 
first skill acquired by a Mercenary char- 
acter must be a Gun Combat skill. 


Table 1. Basic Characters 


Per four-year term 15 skill points 
For a commission 10 skill points 
Per promotion 15 skill points 


available in his career to someone of his 
education. Skills and characteristic in- 
creases are purchased at the end of each 
four-year term, and any residual skill 
points after this purchase are dropped, 
the character starting over from scratch in 
accumulating them. 


Table 3. Skill Groups and Costs 
Type A Skills (Cost 10 skill points per level) 
Air/Raft FA Gunner Steward 


Air Craft Forward Observer Vehicle 

ATV Gunnery Water Craft 
Carousing Interrogation Hunting 

Combat Eng Lockpick Vace Suit Maint 
Commo Recon Security 
Demolition Survival Low Berth Maint 


Type B Skills (Cost 10 skill points per level up to level 3, 15 per 
level thereafter) 


Admin Mechanical Zero G Cbt 

Battle Dress Medical Jump Drive 
Disguise Prospecting Legal 

Electronics Recruiting Navigation 

Engnrng Ships Boat Weapon Skills 
Gravitics Ship Tactics Trade & Speculation 
Leader Vacc Suit 


Type C Skills (Cost 10 points to level 1, 15 per level thereafter) 


Computer Pilot Bribery 
Forgery Unarmed Cbt Gambling 
Instruction Streetwise 


Type D Skills (Cost 15 skill points to level 1, 20 per level there- 
after) 
Life Support 


Jack-of-Trades Liaison 


Table 2. Expanded Characters 


Basic training 20 skill points 
Per promotion (E ranks) 3 skill points 
Per promotion (O ranks) 10 skill points 
Per successful Skill roll 10 skill points 
Per one-year assignment 3 skill points 


Characters are run through their service 
careers normally, except that skills are not 
determined. Add up the skill points ac- 
quired by the character from the tables 
above; when enough skill points are ac- 
cumulated, a skill can be purchased from 
Table 3, Skill Groups and Costs; alternat- 
ively a characteristic can be increased, see 
Table 4. Note that a character may only 
choose a skill if it is one which he could 
acquire in the normal way, ie it must be 


" Table 4, Characteristic Increases 
(Figures in the table are skill points required to raise the char- 
acteristic shown by +1 if the desired value is in the range shown.) 


Desired Value 


Characteristic 1-4 5-8 9-A B+ 
Strength 12 10 12 15 
Dexterity W 10 13 16 
Endurance 12 10 15 15 
Intelligence 13 10 13 20 
Education 10 10 12 15 
Social Standing 10 12 15 20 


SPECIAL ASSIGNMENTS 

Special assignments are listed below, to- 
gether with the number of skill points 
gained by attendance. Skill points thus 
gained may only be spent on skills available 
at the appropriate school; if a character 
knows at least half the available skills, 
and has at least one at a skill level of 3+, 
he may acquire Instruction skill. 


Mercenary 


Cross Training 10 skill points 


Specialist School 10 (15 if Intel and 
Educ both 9+) 

Commando School  2d6 x 4 skill points 

Protected Forces 2d6 x 3 

Recruiting Automatic Recruit- 
ing—1; 50% chance 
of Admin—1 

Ocs 30 

Intelligence School 2d6x3 

Command College 2d6 x 2 

Staff College 2d6 x 2 

Attache/Aide None (but see des- 
cription) 

High Guard 


(Unless otherwise stated, results are as in 
Mercenary table above) 


Gunnery School 2d6 x 3 
Engnrng School 2d6 x 3 
Command College 2d6 x 3 
Staff College 2d6 x 3 


Merchants & Merchandise 
Physical Development 2d6 x 3 
Cross Training See description 


Specialist School 2d6 x 2 

Ship Security 2d6 x 4 

Survival School Survival—1 plus 
2d6 x 3 

Merch Serv Academy 10 plus points for 
promotion 

Trade Expansion 2d6 (x 4 with 
interest) 

Intelligence School 2d6x3 

Command College 2d6 x3 

Staff College 2d6.x 3 

Div Tech School 2d6 x 2 

Merch Serv Liaison Liaison—1 plus 10 
points 

Star Patrol 


Recruiting See description 
Cross-Training See description 
Covert Survey School 2d6 x 5 


Colony School 2d6 x3 
Synergy School Jack-of-Trades—1 
Contact School 2d6 x 3 


11 


RR ESE + a a ll SS PE A ER a 


2 
Adventure 
Oe a Bright Face 


Dot 
Across 


pare ein 
. Adventur 
s ye ion Ad 
ace-Fict 


Future 


DOUBLE ADVENTURE 2: 
MISSION ON MITHRIL/ 
ACROSS THE BRIGHT FACE 
Games Designers’ Workshop — £2.50 


This is the second Trave/ler double ad- 
venture, containing two short adventures 
for a band of player-characters. 

Across the Bright Face is situated on 
Dinom, a small planet whose polar axis 
extends through its parent star. Because 
of this anomaly, one side of the planet is 
in perpetual light, the other permanently 
dark. The adventure starts when the band, 
acting as bodyguards to a powerful busi- 
ness mogul, are caught up in a workers’ 
revolution. Referee information is exten- 
sive and complete, including a geodesic 
map of Dinom for his use and one for 
that of the players — two-dimensional 
representations of the sphere rather like 
a d20 that has been opened and flattened. 
Maps show terrain, monorails, cities and 
the starport. 26 terrain events are presented 
in encounter table form, as well as pre- 
generated NPC and character statistics. 

Mission on Mithril begins on an under- 
developed iceworld, one of the metal 
worlds in the Sword Worlds subsector 
of the Spinward Marches. A scout ship 
on detached duty arrives at Mithril days 
late due to drive problems, and has to ask 
assistance from the port warden. While he 
repairs the ship, the crew must investigate 
phenomena discovered in a recent orbital 
survey to repay the favour. 

Referee’s information is again complete, 
and includes a detailed geodesic map of 
Mithril, together with 28 individual terrain 
events; | am sure that these and the events 
in Across the Bright Face alone will gen- 
erate scenario ideas for any Traveller ref, 
and they also show how a world can be 
developed in detail without resorting to 
a universe of stereotyped planets. Other 
data include a map of a type E starport, 
and two unique animal encounter tables, 
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as well as weather details for 5 months. 
Now the comments: A7BF is a great 
little scenario which should keep the 
players alert. To my mind it is the better 
of the two, fast paced and enjoyable for 
both ref and players. MOM is equally 
good, but gives players a lot more time to 
think and therefore may be a little slow. 
Frankly I’m amazed that such a great 
work could be crammed into 42 pages. | 
advise everyone to at least look at it. 
Overall: 10 Trevor Graver 


PLUNDER & RUNEMASTERS 
Chaosium — £3.95 each 


These are the latest two play aids in the 
rapidly expanding AuneQuest system. 

Plunder is in two sections; the first of 
these is over 20 pages of pre-rolled 
treasures. There are 10 tables that give 
the amount of money and number of gems, 
jewellery and special items in a hoard de- 
pending on the treasure factors of the 
monster defending it, followed by a table 
of gems/jewellery values and another of 
special item descriptions. 

| doubt the worth of this initial section; 
true, when you are ina hurry to determine 
the amount of treasure that a wandering 
monster has it can prove useful, and | 
have myself used it for such a purpose. 
However a well organised GM could save 
a lot of money by spending half an hour 
or so before a game rolling a few treasures 
for encounters of different factors. Also, 
as such a list is unlikely to be exhausted 
in only one game it would take even less 
time to replenish it before it is used again. 

The second half of the book is rather 
more interesting, though again | feel not 
really worth the cost, unless a GM is des- 
perate for ideas. The section consists of 
just over 40 magic items. Most of these 
are specific to Glorantha, the world on 
which RuneQuest, and other games of the 
Dragon Pass series, are based, however 
most are easily altered to fit the mythos 
of other GM's worlds. 

Each item is described in the same way, 
each has a description, a list of its relation- 
ship to various cults, a few words saying 
how well known the item is, its history, 
its powers and finally an idea of how val- 
uable it is if sold, this last section often 
gives more than one value depending on 
who it is sold to. 

The range of items is very wide indeed. 
They range, in power, from something 
like Rhino Fat which when spread over 
the body (ugh) gives one extra point of 
armour protection for five hours, to some 
really powerful ones like Barjora’s Shield 
which gives the wielder +20% shield parry, 
and the protection of four shield spells 
when in melee, amongst ‘others. Some of 
the items are obviously magic items from 
other sources converted into RuneQuest 
terms, an example of this is Styx water 
which is little more than a potent form of 
Holy Water, though with rather different 
origins. Many others though are highly 
imaginative and original, and in some cases 


could lead to some very interesting scen- 
arios in themselves. 

All points considered Plunder is an in- 
teresting but by no means essential Rune- 
Quest play aid, certainly not worth buy- 
ing if you have a limited budget. 

RuneMasters is a similar book to Foes 
and the other sets of prerolled RuneQuest 
monsters put out by the Chaosium. In 
this case the book presents 45 Rune level 
characters, a RuneLord, RunePriest and 
RuneLord-Priest of each of the 15 cults 
presented in Cu/ts of Prax. Each Rune- 
Master is presented as an entire character. 
The description of each starts with his or 
her name, race, sex, what previous exper- 
ience they have, their age and social class. 
Following this are their- characteristics, 
which in many cases have been trained up 
to their maximum, and their hit points 
and defence bonuses. Then come the 
weapon skills, five or six of these to each 
character, many with percentages for both 
right and left handed use given, This 
section also indicates whether a weapon is 
made of a Runic metal, such as copper, 
iron or lead. There is then a section detail- 
ing each character’s bound spirits, their 
INT, POW and what they are bound to, 
and what spells the character and spirits 
have. In the skills section which follows 
this, the percentage ability of the character 
is given in all skills from both RuneQuest 
and Cults of Prax and even includes 
the subtraction to their Move Quietly 
percentage due to their armour. Finally 
there are several short sections detailing 
their equipment, magical items and fin- 
ances (including their ransom value). 


A quick glance at any of the characters 
in the book will show that they are all 
very powerful. They all have high charact- 
eristics, even the Chalana Arroy healers 
have fairly good weapon skills, the average 
amount of power that each character can 
draw on, including that stored in crystals 
or in bound spirits is in the region of 100 
and the majority of skills are at 75% or 
more. The immediate reaction of many 
GMs may be that they are too strong, but 
as the author has pointed out it is easier 
to make them weaker than stronger. 
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RuneMasters contains more than a 
number of powerful NPCs however. It 
also contains a large section on how to 
create and run a RuneMaster and his or 
her retinue. Using this section a GM can 
produce characters like those presented in 
the book and run them in an effective 
manner. Indeed players with RuneMaster 
characters would do well to look at these 
sections to get more out of their characters. 
There is also a section on group melee 
tactics, which amongst other things in- 
cludes some useful hints on using magic 
to maximum effect, that would also be 
useful reading for both players and GMs, 

Finally the book also includes yet an- 
other character sheet, and a spirit sheet, 
both meant for RuneMaster characters 
but equally usable for less powerful ones, 
repeats of the leaders and followers, squad 
sheets and a couple of worksheet to help 
organise melees. 

In all RuneMasters contains a lot of 
useful material and would be well worth 
the cost to any GM as long as they use 
the Cults of Prax. Obviously drawing, as 
it does, such a lot of material from this 
book its usefulness is greatly reduced 
otherwise. 

As | have said before, | rather dislike 
giving ratings for books or games but if 
you feel it necessary. 

Plunder:5 


RuneMasters: 9 Oliver Macdonald 


SPACE OPERA 
Fantasy Games Unlimited — £9.75 


Space Opera is not a dramatic game; 
it is a melodramatic game. It is a science 
fiction role-playing game, based not on the 
extrapolated-known-science foundation of 
Traveller, but on the westerns-with-ray- 
guns school of SF: Kimball Kinnison and 
Han Solo would feel at home. 

It draws on several earlier games; those 
springing most readily to mind are the 
FGU tactical miniatures rules, Space 
Marines, and the little-known (but ex- 
cellent) SF role-player from Tyr, Space- 
Quest. Ed Simbalist’s usual thoroughness 
and attention to detail is in evidence 
throughout this mechanically complex 
game; Space Opera is to Traveller as C&S 
is to D&D. I|t is billed as the most complete 
SF role-playing game ever published; 
this is probably correct, but | came away 
from examining the rulebooks with the 
idea that what | had in my hand was a 
character generation system with a list of 
equipment and combat rules. 

There are two books presented in a 
box (bearing the worst cover art | have 
ever seen) together with several useful 
sheets of quick-reference data and blank 
character, ship and world records, which 
may be photocopied. A nice touch on the 
world sheets is the inclusion of blank 
geodesic map; in this, the sphere of the 
world is idealised as an icosahedron, which 
is then splayed out on the page. The ad- 
vantage is that an accurate hex map can 


thus be formed, which does not distort 
too heavily near the poles. 

The first book is mostly concerned 
with dicing up characters, a mechanically 
complex procedure involving no fewer 
than 14 characterisitics. A character class 
is then chosen; this influences how many 
‘grudge points’ you get for increasing 
your characteristics, and also which char- 
acteristics determine your initial skill 
points. The classes are Armsman (the 
Ultimate Ripping Machine), Astronaut 
(the Cat-Footed Spacer), Scientist (one 
of several kinds, ranging from Dr McCoy 
through Commander Scott to Hari Seldon) 
or Tech, The way these fit together seems 
to be that the Research Scientist figures 
out how it works; the Engineer builds it; 
the Tech keeps it running; the Astronaut 
drives it; the Armsman prevents rude 
strangers from interrupting the rest of 
them; and the Medic picks up the pieces 
afterwards. 


Race may then be chosen, provided 
your personal characteristics enable you 
to qualify. Home planet conditions may 
be diced; if your home is particularly nasty 
you gain improved characteristics or sur- 
vival-related skills. 

The character now enlists in one of a 
large variety of services, gaining skills 
and money thereby — but not randomly; 
he adds together certain of his character- 
istics (which ones depends on class) and 
five points for each year served; he may 
then ‘purchase’ whichever skills he desires. 
The only restiction on purchase which is 
class-dependent is that weaponry skills 
cost double for non-military personnel, 
Most of the skills — there are almost 200 
available — have prerequisites; forexample, 
to learn Astrogation one must already 
know a certain amount of Mathematics 
and Astronomy, but to learn Astronomy 
one must already know Physics . . . and 
so on. Multiple characters are recommended 
for each player, so that a broad enough 
range of skills is achieved. 

A comprehensive system of psionic 
powers — including both the Fore and 
Lenses — is appended after the section on 
skills; while rare, they are extremely 
powerful. A minor criticism is the apparent 


impossibility of getting the maximum 
stated score in one’s psi requisite; this is 
awkward since it is mandatory for the use 
of some powers. 

The second book deals with equipment, 
combat, starships, and worlds. The equip- 
ment comes in a bewildering variety of 
shapes, sizes costs and functions; I’ve 
not yet played a great deal of the game, 
but have not found an item | want which 
is not described. 

The combat system; along with the 
historical background, is similar to that of 
Space Marines; rolls are required to hit 
and to penetrate armour, whereupon 
damage is determined. NPCs — but not 
players — may be killed outright; player 
characters enjoy many advantages in 
combat, which is just as well considering 
the time taken to create one, and need 
fear only the inevitable toe-to-toe con- 
frontation with the Evil Villains. 

Starships come in a variety of sizes; all 
are presented in a standard format telling 
you size, cost, and performance limits; you 
then build in optional extras to take you 
up to those limits, balancing speed, armour 
and armament. A consistent pseudo- 
scientific background is provided for the 
technology, doing away with such trouble- 
some considerations as Relativity and 
Newtonian Mechanics. Starship battles 
are slow-moving until one understands 
the system, very bloody and impossible 
to get killed in if you’re a player. You 
get through minions at a horrific rate, 
though. 

The world creation system is the best 
I've ever seen in print; reminiscent of 
that in SpaceQuest, but simpler. Star 
type is determined, yielding a percentage 
chance of planets present; | disagree with 
the possibility of planets orbiting the hot 
primaries which retain high angular 
momentum — classes O—F — but this is 
a minor criticism. If a planet is present, a 
percentile dice roll determines its nature. 
As befits space opera, all these planets are 
inhabitanle. A system for determining the 
culture and government is provided, which 
yields some thought-provoking cultures. 
Tech level is tied to government type. 

| was disappointed in the paucity of 
detail on encounters and adventures. An- 
imals are passably covered, but | couldn't 
find anything telling me how to set up an 
adventure or what kind of persons players 
should meet. This is surprising in view of 
the thoroughness with which everything 
else is treated. | imagine future supple- 
ments will alleviate this problem. 

In conclusion: this is an extremely 
complicated game which will take a very 
long time to set up properly, It is also un- 
usual for such a detailed game to be’heroic’ 
rather than ‘realistic’. Nonetheless, for 
someone prepared to spend the time re- 
quired to do it justice, this could be a 
rewarding and entertaining game. Even if 
you don’t wish to use it as a full campaign 
itself, it has ideas and rules which will be 
a useful addition to any SF role-playing 
system. 


Overall: 8 Andy Slack 
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THE DUNGEON 
ARCHITECT 

Part 
THEINTERESTING 
DUNGEON 
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Have you ever wondered how to design a boring dungeon? It’s easy. 
First, take some graph paper and a ruler, and rule outa grid of intersecting 
corridors, dividing up the spaces left in between into rooms. Put in some 
doors (at least one per room), number the rooms, and start rolling dice. 
According to die rolls, put either monsters or treasure or both in some of 
the rooms. Continue doing this until you have decided the contents of 
each room, and then hang out a sign saying “open for business”. 

What happens when adventurers go down a dungeon of this sort 
usually goes something like this: 

“We go down steps.” 

“You see 50’ corridor; door on right, then door on left, then door 
on right.” 

“Go up to first door, listen and open.” 

“You see an empty room,” 

“Boring. Close door. Go up to second door, listen and open.” 

“You see two trolls.’ 

“Anything else in the room?” 

“No."" 

“We ignore the trolls. Close door. Go up to next door. Listen and open.” 

“You see an ogre.” 

“Anything else in the room?” 

“A chest." 

“We attack the ogre.’’ (They attack the ogre.) ‘‘We open the chest.” 

“Treasure.” 

“We take the treasure and go back out.” 


This repeats itself with minor variations over and over again, until the 
players begin to lose interest. At this point, two things can happen. One, 
the players give up D&D. Two, the DM will spice things up by adding 
huge treasures with lots of magic items; a bribe to re-awaken players’ 
interest. From here the game runs on borrowed adrenalin; and though 
tackling forty-eight white dragons single-handed and winning may give a 
thrill at first, pretty soon forty-eight white dragons seem as tame as 
forty-eight kobolds, or even four kobolds. At this point, nothing can save 
the game. 

There are several morals to be drawn from the above. First, putting 
100,000 gp in each room is no substitute for good design. You don't 
need to point out that your dungeon isn’t a bit like the one | have just 
described; | know it isn’t, but | know some dungeons that are, and | 
expect you do too. 

Secondly, since disillusionment will take a couple of years to reach 
its final stages, it is a tribute to the strength of D&D as a game, that 
players stick with it that long. Name me a wargame that people play 
every week for two years, There are few of them around. 

Thirdly, the fact that the bribe works at all is quite interesting. It 
leads to the question of why players want treasure, magic, experience 
points, etc. There is the obvious answer, but there is also another, which 
is related to the paradox that D&D is a game with no ending and no 
winners. A game has a winner virtually by definition, and | suspect that 
sometimes players are off-balance because though they appear to be 
playing a game, they have no prospects of winning, since there is no 
victory. Therefore they define for themselves a sort of “winning’’, which 
is going up experience levels as quickly as possible. In a dungeon where 
this is easy, they feel themselves to be ‘‘winning” more than they do in 
a dungeon where progress is slower. This is missing out on the potential 
of D&D, which is better thought of as a pastime than a game. It can be 
likened to fishing, in which there is again no winner. The object.of fishing 
is to catch fish, just as the object of D&D is to gain treasure, but the main 
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purpose of a fishing trip is to have a pleasant time whether fish are caught 
or not. Similarly, one can have a very entertaining D&D session without 
finding masses of treasure. It’s nice if you do find a haul, of course, but 
that should be incidental. 

For a satisfying campaign along these lines, some effort is required. 
The players must play imaginatively; the DM must provide scope for 
them to do so. This means creative dungeon design; ruler and dice alone 
are not enough. 

Now, there is an excellent game called Sorcerer’s Cave in which the 
entire point is to drag up treasure, and you win by doing so. It’s great 
fun, and a good way to spend the odd half-hour. However, it is not 
Fantasy Role-Playing (FRP hereafter). The merit of FRP is that it goes 
beyond Sorcerer’s Cave, and it is a shame to reduce D&D (and to me 
D&D and FRP are synonymous) to such a level. In FRP you actually 
have a chance to step outside dull urban existence and into the fantasy 
novel of your choice, Sheer escapism, but what’s wrong with that? The 
better the escape, the more enjoyment to be obtained from it. 

We now arrive at point one: it would be a dull novel that consisted 
entirely of identical money-grubbing expeditions which conformed to 
the pattern of fight-loot, ad nauseum. If an FRP game is going to get 
anywhere, there must be provision for more than fighting and looting. 

But hark, | hear point two approaching. In novels characters don’t go 
dungeoneering if they can help it; indeed, catacombs stocked with 
goodies and every monster under the sun tend not to appear. This is 
true, but it is necessary to strike a balance. It is possible to have FRP 
without a dungeon; Chivalry & Sorcery is that, more or less. The trouble 
is, the more ‘‘realistic’’ your fantasy world is, the more demanding the 
game becomes to play, in terms of time, imagination, and acting ability 
needed. In the perfect world there would be professional gamesmasters, 
and those who wished could become professional players. Alas, most of 
us have to earn a living in other ways, and that reduces the time available 
for creating whole countries in minute detail. The advantage of dungeon- 
bashing is that it provides structure while allowing freedom for develop- 
ment. In some FRP games, there can bea feeling of “what do we do now?” 
at times. Sometimes the gamesmaster will come up with some new idea, 
but sometimes his imagination will let him down. One can get up to all 
sorts of adventures, but if this falls down, there is always the staple to 
fall back on — the dungeon. 

The argument so far, then is that D&D in its highest form allows 
players the fun of actually taking part in a fantasy “‘novel’’, but not at 
such a high level as to demand that each player should be Sir John 
Gielgud. 

(To digress, | believe that the restrictions on some character classes, 
though they might be viewed as disadvantages, are more the reverse, 
Restrictions make it easier to play “in character” by dictating necessary 
attitudes. A paladin should be noted by his largesse and flamboyant acts 
of charity; these make him more interesting than a stereotyped fighting- 
man.) 

What are the ingredients that the DM should provide to make his 
dungeon interesting? If the game is to generate the same interest as a 
novel, it must have the same ingredients: characters and plot. 

It is not necessary to construct the entire dungeon from the outset, 
but it is necessary to plan it. This planning includes the creation of a 
cast of non-player characters. The characters generate plots, into which 
the players may step. The characters and plots together generate the 
contents of the dungeon. 

| must emphasise the importance of a strong cast of NPCs in any dun- 
geon that is intended to be used continually over a period of time. It is 
possible to make a dungeon interesting without them, but this requires 
immense efforts of imagination to keep up the players’ involvement. 
Even then, one is missing out on some things. A con-type character is 
hard to play in a dungeon campaign when there are no NPCs to con, to 
give but one example. 

It should also be emphasised that NPCs should be a lot more than 
just an abundance of the regulation “Little Old Men’. These can provide 
light relief, but they are a passive figure, little more than talking wall- 
paper. The true NPC should be as active as player-characters. If NPCs 
are to appear credible, they ought to be doing something, unless they 
have good reasons for their inactivity. And it is when the plans and act- 
ivities of NPCs and those of the player-characters interact that the best 
games of D&D result. 

Before building your dungeon, then, draw up your main cast list. 
Others can be added to it as time goes by, but you need some grasp of 
what is going on from the beginning. NPCs can be fitted into one of four 
main categories: dungeon dignitaries, dungeon denizens, overground 
dignitaries, and dungeon raiders. These can be subdivided into those who 
are still alive, and those who are purely historical, but still cast long 
shadows in the shape of artifacts, legends, etc. There are also those who 
are believed to be historical but are actually still around if the players 
but knew it. Let us take them in order: 


Dungeon Dignitaries 

There is one question you cannot escape — why is your dungeon there? 
The answer may be improbable, but must exist. There are two sorts of 
dungeon, the accidental and the deliberate. The deliberate sort was 
actually created by someone, and that gives us character number one, the 
chief, There are lots of things you need to know about him. Is he still 
around? Why did he build such a curious construction anyway? Was it: 
as an assault course for the local college of magic; because his father and 
grandfather before him were in the dungeon-building trade; for some 
other reason? (By the way, I’m not suggesting that you should tell the 
players the answer; you can give them clues occasionally, but they should 
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have to piece together the story themselves from what they find.) 

The more information you have, the better feeling for the campaign 
you will have. Start off with something simple, and keep asking yourself 
questions, yes or no ones if possible. Each answer should trigger oft 
more questions, and eventually all sorts of things get built up. 

I'll show you what | mean, Let us suppose we are starting a dungeon. 
It was deliberately created by one man; let us call him Abram Frunze, 
a notorious wizard. Why did he build it? The first reason will do. Is he 
alive? Yes. Is the dungeon still used in its original capacity? No. Why not? 
(Think of an answer — any answer.) Frunze and the director of the 
college had a tiff. Who is the director? He's called Zoltan, and he’s got 
blue skin (why not?). Are Zoltan and Frunze still enemies? Yes. Are they 
actively hostile? Yes. Has Frunze any allies? Yes. Good or evil? Evil. 
Has Zoltan got Good allies, then? Yes. The local monarch? Yes. Is he 
very helpful, this monarch? No, Why not? He's racialist. Does Zoltan 
send parties to raid the dungeon and attack Frunze? No. Why not? It’s 
too strongly defended, What is Frunze up to at the moment? Lacing the 
dungeon with treasure to tempt magicians from the college into the traps. 
ls the plan working? No. What is Zoltan doing? Trying to hire foreigners 
(the players, perhaps) to attack Frunze. And so on. Already the picture 
is beginning to build up of a conflict between the two sides which the 
players will gradually uncover, and then join in on one side or the other. 
Or perhaps they will find a third side to the dispute, or remain out of it, 
exploiting it. The scenario has taken no longer to make up than it has to 
type, yet it suggests themes for dungeon construction — there will be 
features which are relics of its old use as an assault course for magicians, 
and others which reflect its new use as a fortification. 

With the accidental dungeon, use a similar method, but this time 
assume the dungeon grew up accidentally, rather than being designed by 
a NPC. For instance, we might have a system of caves that were taken 
over by Orcs as a lair, One of the Orcs was a bungling magician, who, 
playing around with a powerful artifact he had found, accidentally 
released a number of extra-dimensional monsters from other planes, 
which then dispersed around the cave system. Continue from here. 

In the case of Frunze’s dungeon, we can assume that he makes some 
effort to maintain the dungeon. Traps sprung may be re-set. Areas looted 
may be re-populated. Damaged features may be repaired. To do all this, 
he may require some help. So, besides the chief, the deliberate dungeon, 
being large, has a full-scale works department to keep it in order; the 
personnel involved are sometimes encountered by players as they go 
about their business. 

In the accidental dungeon, there is no central organisation to repair 
damage, and traps sprung may go unset. There may still be some loose 
authority over parts of the dungeon. In the example cited, the Orc leader 
and his lieutenants might count as dignitaries over at least the upper 
levels, and character profiles can be drawn up for them in the same 
fashion as for Frunze and Zoltan. 


Dungeon Denizens 

Here we come to the folk who live down the dungeon, though they have 
no other involvement in it. They include those who have been invited in 
by chief, and others who have wandered in for other reasons. | have 
known player-characters take to dungeon living, thus becoming subject to 
the necessities of beating off NPC adventurers, a curious turn-around. It 
does at least prove that living down a dungeon is not a totally stupid thing 
for a NPC to do, 

With each NPC, ask yourself who are they, why are they there, where 
did they come from and what are they going to do next? Plus any other 
questions suggested by the answers to any of those. When you know who 
is going to be down the dungeon, you can tailor the dungeon to their 
needs when it comes to construction. This goes for prominent non- 
human occupants as well as for humans. 

Another thing to remember is the Golden Rule of D&D, which is, 
what goes for player characters goes for NPCs as well. Ergo, you can’t 
put a 4th level magician on his own into a room and imagine that he will 
continue to live there happily. The mortality rate for unaccompanied 4th 
level magicians is very high. Anyone living down a dungeon should be 
provided with sufficient defence to stay alive. 

There is another rule, which is that characters generate items generate 
plots. Suppose that Abram Frunze needed help conjuring up demons, and 
so invited in a lich, name of Heinrich Focalgarters, and gave him a com- 
plex on the 6th level. Now Focalgarters had a bodyguard called Samson 
Spidersoul, a powerful fighter who met an untimely end when a cloud 
giant decided to use him as a toothpick. But the bodyguard of a high- 
level magician will have had some useful magic weapons and armour 
made for him. And they will still be around, perhaps in the dungeon. We 
have the beginnings of a ‘‘collect-the-set’’ plot, where players hunt for 
all the associated magic items, either to use them, or destroy them. And 
all sorts of things start suggesting themselves. Perhaps someone else is 
trying to collect the set; perhaps for a different reason. It may be that 
something special will happen once the various items of the set are re- 
united. Perhaps the other searchers know this, and the players don’t. And 
what about that name “‘Spidersoul’’? It was just the first thing that came 
into my head, but suppose that Samson were a man with the soul of a 
spider? Supposing the items connected with him have some power relating 
to spiders; attracting them, for example? Perhaps if a number of them are 
collected by one individual, the Spidersoul will come back and take over. 
You tell me. Random associations are a great help in stimulating the 
imagination. 


Overground Dignitaries 
Here we find all the important NPCs who live outside the dungeon, 


Zoltan among them. First, we need more information about the dungeon; 
where is it, what sort of country, how far from town, and so on, Who are 
the important figures in the town? There is some sort of governor; what's 
he like? What’s his name? Dizzy Gillespie. Come now! All right, Gizzy 
Dillespy. That’ll do. What is he planning? To rid the town of magicians. 
Ah, so he’s no friend of Zoltan? No. The plot thickens — the college of 
magic will have to go underground at least metaphorically. Why is he 
against magicians? His daughter was abducted by one. Aha, we scent 
another plot. Perhaps the players will find clues to the whereabouts of 
Dillespy’s daughter. Perhaps they will try and sell him the information. 
Perhaps he won't believe them. Over to you. 


You can build up biographies about some other local personalities: a 
resident alchemist, perhaps; a baron in the vicinity; the local priest (what's 
the local religion like? Cults? Counter-cults?) and so on. You might like a 
few secret societies as well just to make things more complicated. The 
more the players have to involve themselves with the better, and the 
more things you put down the dungeon. For instance, the local secret 
cult of the god Praxitiles had a sacred statue stolen, and the thief, finding 
it rather too hot to handle, hid it down the dungeon. The secret cult 
would like it back, but on the other hand, it is one of their rules that 
any non-cult member who sets eyes on it must be put to death. The 
players don’t know this, unless one of them joins the cult, but that 
could cause further complications. And what the Priest of Praxitiles 
thinks of Frunze, or Zoltan, or Dillespy even, is another matter... 


Dungeon Raiders 

These are probably the least important group; deal with them when you 
see fit. They are adventurers attracted to the dungeon like flies to a pot 
of honey, rivals of the players in the search for treasure. 

Once again, remember that sauce for the goose is sauce for the gander. 
The successful party is the balanced party; magicians and fighters need 
one another like musket needs pike. Therefore, you are not likely to find 
a party consisting solely of one class, unless they are very well-equipped. 
If players meet other adventurers, they are going to form a mixed party 
like that of the players, unless the encounter is with a fragment of a 
larger party which split up after heavy fighting. In which case the frag- 
ment might be only too delighted with a safe escort out of the dungeon. 

Some may be uninteresting, and not worth spending much time on, 
but some can be more imaginative. As an example of this, | can do no 
better than quote M. Gascoigne’s two paladins in White Dwarf 19. These 
two furnish a superb example of the sort of mini-plot that players can get 
involved in. Basically, you have two paladins, one of whom is young and 
successful, the other being old, out-of-luck and down-at-heel. Number 
two is getting decidedly envious of number one, and is in danger of losing 
his paladinhood as a result. If these two fell in with the players, the more 
mischievous amongst them might well be tempted to give number two a 
helping hand a little further down the slippery slope, while the clerics 
would want to try and bolster his confidence by arranging encounters 
where he could seem to triumph (with a little discreet help) — though 
these good intentions might be thwarted by those in the party of more 
questionable alignment. 

One way of handling these rival parties is to keep a couple of spots 
on your wandering monster tables labelled “adventurers’’, and then pick 
one randomly from your list of parties in the area when necessary. This 
list can be updated from time to time as you see fit. 


The most successful characters are those that develop the most complete 
personae. And this development is not anything that can occur just 
through fighting and looting, but is dependent on elaborate involvements 
between the character and his environment. The measure of the success- 
ful dungeon is not how many high-level characters it has, but how many 
interesting characters, random treasure tables are not enough — you 
must plan, and you must plot. 

You don’t have to, indeed, should not, unload the whole background 
onto the players at once, Let them find out a bit at a time; and the more 
they piece together themselves the more fun it will be. Some of the sub- 
plots may never arise in the course of play; but equally, you don't have 
to decide absolutely everything well in advance; extra ideas can be in- 
corporated as play proceeds. A statue put in purely for decoration might 
reveal itself as a focus for some story, and can have a history and a magic 
power tacked onto it. 

In the second part of this article | shall deal with the physical design 
of the dungeon, and populating the rooms. Architecture and room con- 
tents will be suggested by the plan of the campaign, as | have demon- 
strated. But this will only account for so much. Not every corridor will 
have some important item with a story of its own; not every room will 
contain notable denizens or treasures with a history. So even when you 
have the feel of what plots are brewing, there is still the task of putting 
in the routine stuff — the curves of every corridor and the contents of 
meee room. So these will be out next objects of discussion, in parts pt 
and Ill. 
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Dear WD, 

Your Fiend Factory of issue 24 is 
something | cannot pass by without 
comment. | was most interested to see 
Andrew Key’s statistics for the Llort, or 
‘nilbogic troll’. This is a curious case of 
independent invention, for exactly such a 
monster was proposed in the course of the 
original correspondence between Don 
Turnbull and myself on the subject of 
Nilbogs, and its degenerative powers dis- 
cussed. I’m pleased to see the creature get 
into print. 

Actually, there is arare form of inverted 
(or perverted) nilbogism that affects trolls, 
which produces a creature known as the 
Bunduntroll (and you can figure out the 
etymology of that yourself). This looks 
much like an ordinary troll, with statistics 
much the same. But it has one very odd 
property: in combat, whenever it strikes 
an opponent, the damage it does is not 
subtracted from the opponent's hit points, 


ealed’ away at the 
standard rate, or lost 
& to the effects of 


char- 
wacter e€x- 
ceeds his 
maximum 
“possible normal 
total of hit points, 
taking class, level 
F and constitution into 
cecount, then he bursts 

a most spectacular 
* manner. One can imagine un- 
|v learned adventurers queuing up 
to be hit until this happens the first 
i ime, whereupon panic ensues. Yes, 
44. )*there is one advantage in rolling a 1 every 
i time you go up a level. 

As for the Todal, if Mr Barbor sees 
fit to quote liberally from James Thurber 
(whose creation the todal is), he might at 
least put in an acknowledgement. 

Implausible though it may seem, the 
Bon(n)acon is actually a ‘genuine’ mytho- 
logical creature from the middle ages. Stat- 
istics for it have been published before, but 
the ‘pegaso-bonacon’ is certainly original. 
Presumably it lives on a diet of beans. 

Yours sincerely, 

Roger Musson, Edinburgh. 


— In fairness, Mr. Barbor’s acknowledge- 
ment to James Thurber’s creation from 
The 13 Clocks was accidently omitted. —Ed 


Dear WD, 
There is astrange situation existing with 
respect to AD&D spells which | have yet 
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to see resolved, There is a 99% effective 
anti-magic spell in existence, clearly the 
most powerful defensive spell of all, yet it 
is available to 3rd level clerics. Obviously 
I’m talking about the 2nd level clerical 
spell si/ence, 15’ radius, which negates the 
verbal components of spells (only 3 spells 
have no verbal component) and prevents 
the use of scrolls and magic items with key 
words. Thus magic-users are effectively 
reduced to weak, dagger-armed fighters at 
close quarters. Surely this must be wrong; 
the original function of the spell was to 
quieten noisy parties, not to enable a 
group of low-level fighters and a 3rd level 
cleric to take out a 14th level MU? 

. ..where’s that Questions and Answers 
page 73% of the readership were in favour 
of? This could be the first question it 
answers. 

Yours in confusion, 

Jon Gilbert, Stansted, Essex. 


— Rather than have a Questions & Answers 
page, we have decided to incorporate 
readers’ queries into the Letters page. 
Firstly, remember the DM has the final 
say in any schism over rule interpretation. 
Our comments are only informed opinion. 
Concerning the silence spell, the rules 
are clear — no spells can be cast within the 
radius! lf the spell not cast at the magic- 
user, he may simply move out of the area; 
if the spell were cast at him, he will have 
a saving throw — and the 13th level MU 
would only need an 8. Incidentally, the 
cleric would have to be at least 5th level to 
have this spell available. We feel that the 
rules cover this point adequately and that 
the spell is not too powerful, after all a 1st 
level MU can cast charm person at the 13th 
level MU with the same chance of success! 
However, if you still feel that this makes 
the spell too powerful for your campaign, 
you could rule that the verbal component 
is still effective even though it cannot be 
heard. This would limit the effectiveness 
of the spell as it would only prevent those 
that require the victim to hear instructions 
or those that affect all who hear it. — Ed. 


Dear WD, 

| am a player of AD&D and have the 
Player’s Handbook, after playing the game 
last night and just acquiring the level of 
Bard, myself and the DM had an argument 
over the bard’s thieving abilities, mainly 
back-stabbing. 

After a discussion | decided to write 
to you to find out about our problem. 
The problem is as follows: The bard char- 
acter class fights on the fighters table and 
it also retains its previous thieving abilities, 
| would like to know if this includes back- 
stabbing as he fights on the fighter tables 
and if the bard still gets quadruple damage 
from surprise back-stabs. 

If the bard class does could you make 
the answer clear as soon as possible, 
Sarglond the Bard’s death could be in 
your hands! 

Matthew. Marynicz, 

Hull, North Humberside. 


By strict interpretation of the Player's 
Handbook, a bard should be able to attack 
from behind with surprise as if a thief of 
whatever level he previously attained, but 
/ would suggest that the rules for multi- 
classed characters on p.33 of the Player's 
Handbook be invoked, and the bard would 
lose all experience gained on the trip dur- 
ing which he attempted the back-stab. 

! would further point out that accord- 
ing to the Dungeon Master's Guide, p. 75, 
any character may attack a helpless opp- 
onent as if an assassin, using the assassin- 
ation tables from the DMG, —Ed 


Dear WD, 

| had expected to see much learned 
discourse upon Bill Milne’s power point 
spell casting system (White Dwarf 23) in 
the letters page of the last issue, and had 
so refrained from sending in my own 
thoughts upon the article, it having failed 
to materialise here are my opinions, First 
of all | would like to thank Bill Milne for 
putting in much valuable spade work on 
the subject but | do have some criticisms. 
Foremost is the strange allocation of 
points for the constitution, by which a 
low constitution is beneficial, this is illog- 
ical. Spell casting and the control of the 
other-plane energies is exhausting work 
(thus the lengthy periods of rest required 
to recover strength), a character with a 
low constitution is physically weak, will 
become tired more easily, and will thus 
be able to control less of this other-plane 
energy before he needs a rest than his 
physically superior fellow. As an altern- 
ative, | think that the opposite, i.e. 2 power 
‘points per point of constitution, should 
be employed. | do not think that Bill 
Milne’s argument that it will help the class 
fixing decision provides a strong enough 
case for the introduction of a logical 
fallacy; and anyhow nobody ever called 
Gandalf a seven stone weakling! Another 
point that | would like to make is that | 
would think that clerics, only receiving 
an extra 10 points per level, are being 
shortchanged, especially at the higher 
levels, | suggest that a figure of 15 pts per 
level might be more appropriate. 

To move into a constructive vein, the 
flexibility of the power point system is, 
of course, its strongest selling point. This 
flexibility can be extended by making the 
potency of some spells (eg Ao/d portal, 
push, fireball) dependent upon the number 
of points the spellcaster is willing to 
expend — a MU might put Ao/d portal 
upon a door with a strength of 50 points, 
and only a knock spell with a strength of 
more than 50 points will open the door. 
This principle can be extended to include 
the duration of some spells (eg /ight, 
tongues) and the range of other spells (eg 
the detection spells). | would recommend 
however that the limits imposed in the: 
AD&D manual are kept. This improves 
the relation between the amount of energy 
used in the spell and the number of points 
expended by the spell-caster. 

Yours faithfully, 

R.N. Roper, Crookes, Sheffield. 
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A party of adventurers was rethntly out- J confines of the Court. 
raged by a medium level cleric, who acted ; A typical trial would start by the Clerk 
contrary to his alignment and profession @ of Court reading the charges, which will 
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oom ky Skeletons oer 
set to jeopardise them. Rough justice was J no doubt be lengthy and abstruse. The Zombies pe 
E¥«4 called for, but Law and Reason prevailed J prisoner may then reply and any evidence Ghouls “a29 
S35 and he was hauled off to base asa prisoner. § be presented. Long before this, however, Shadows eke 
a Trial presented something of a problem @f the unruly elements will require reproof Wights A) 
Ms - until the ancient Canon Court of the City § and Court may be temporarily adjourned Wraiths fon 
femme State was remembered, where a cleric ff due to incursions by undead. A verdict of aot 
AX 2 may be tried by his peers. Such a court some sort will eventually be arrived at Undead are 90% likely to burrow into the Kea 4 
eee was set up and proved highly entertaining. — and sentence carried out. locations given below and issue suddenly od 
486h9 The prisoner was given one last chance to |Pecreeaeailaaeaene ann iieaem ha ea Ave, 
5, a redeem himself. In fact, he attempted to #f Order in Court a attempt to attack a different cleric and BYG+ 
TH escape, grabbed the Headsman’s sword f§ The following groups of characters make ff will only be turned if the attacked cleric Bip 
rot and laid about him, thus sealing his fate, § up the Court: 5 
Nea Judgement was duly given when order ake 


Officials 
Three judges, alignment LG, LN and LE, 
sit at the head of the Court and are con- 
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was restored; the verdict of ‘guilty’ being 
a forgone conclusion. The traitor was 
4 stripped of all clerical items, branded, ears 
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Eeae4 and nose slit (charisma lowered to 3) and ff trolled by the DM. The Judges give form J 01 — 39 Crypt ae 
stint hurled naked into the street. Justice was # to the proceedings and more scope for 40 — 49 Tower Basement cabs 
a, rod ass the DM to promote action. They act with §§50 — 60 Chapel No. 1 eo 
Le SGA SOP) ae id Pte See) d demand great respect. #60 — 70 Chapel No. 2 a 
Ee eRe war ae * great pomp and demand g resp p nei 
eth Rea The clay golem, which was placed in Court §§70 — 75 Chapel No. 3 oa 
ES The Court building is about 65 feet wide; J by Boz the Demented during his reign as 76 — 80 Chapel No, 4 a5 ee 
fate 125 feet long and 50 feet high. The ceiling ] Chief Justice has never animated, but is #81 — 87 Inner Court Pane 
; 7 is of arched, carved stone, pierced atinter- ff} rumoured to activate should Chaos pre- Outer Court + 


vail. The Clerk sits at a table before the 
Judges, surrounded by chests containing 
assorted records, moneys, etc., and will 
act as prosecutor. He has charge of the 
Guard, which consists of six Sergeants-at- 
Mace, and also the Headsman. 


vals with two foot wide slits for light and 
ventilation. Cressets are placed along the 
walls in the locations shown (@). The judges 
= sit on a raised dais, three feet above the 
s@ Court. Each chapel has a simple altar 
Ml table. Illumination within the chapels is 
“7a scanty indeed. Two eight-foot double 
Sey) doors give access onto the street (Court 
4 House Lane) and are locked by the Court 
“4 Guard just before the Court is in session. 
¥ The clay golem stands on a two feet high 
Dil raised dais between the two doors. To the 
< right of the main doors are steps leading 
4a down to the crypt and to the left of the 
A doors are steps leading up, via asmall plat- 
¥XI form seven feet from the ground, to the 
door giving access to the tower. The en- 
"i trance to both tower and crypt are pro- 
4 tected by g/yphs of warding cast by Judges 
weet |hadrock and Belsam. Each g/yph causes 
x A points of electrical damage. agi! _ Be hanes to en, prey 
eet Ser esr OF plot. A small number of clerics will be 
mf Aes Court in Session a NSPE TS disinterested in proceedings against the 
™ The DM should allocate one of the char- @ prisoner and will attempt to further their 
BD fi acters to each player, who should attempt JF own designs. 
W541 to follow the personality profile as closely 
ea as possible. 


NON-PLAYER CHARACTERS 
The Judges 

Each armed with Mace +2 
Thadrock 3 0. 2 Be! Co" Cn 
Cleric § 18 18 10:14 14 ; 
Level=6 HTK=21 AC=3 Align=LG 
Belsam S - W B:.Co ‘GR 
Cleric 9 18 18 TI 72 J6se8 
Level =6 HTK=22 AC=3 Align=LE 
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Prisoner 

The prisoner stands alone before the Off- 
icials to answer the various charges. He is 
a normal player character and is allowed 
all_his weapons and magical items. He 
should not be higher than sixth level of 
ability. He will be judged on his actions 
during the trial. 


Chief Justice ; 
Jedram SS. 1-, W eDp Ce Ga 
Cleric 12 18: 18 S07: -82. 18 
Level=7 HTK=29 AC=3 Align=LN Ff 


Clerics 
These represent the canonical jury and will 
generally listen to the proceedings of the 
inner court. They may freely move to the 


Sergeants-at-Mace 
Six men stationed at strategic points in 
the inner court. These are fighters with 
statistics as follows: 

Level=3 AC=4 HTK=25 Align=LN 
Arms: + 3 Mace 

Will obey only Court Officials, unless 
bribed, 


Headsman 


The Interlopers Kendreck S'Yt | WA, Bech tert 
, The Hall of Court may be laid out acc- § Fame of the Courts’ impartial justice has § Fighter 16; Gs) & 18 Iaee AS 
@ ording to the plan using a play aid, suchas J spread and attracted the attention of JLevel=6 HTK =26 AC=5 Align=LE et 
“a Dungeon Floor Plans, and figures. various intrepid characters, who are att- §Arms: Twohanded + 4 Sword : 
Players write down their orders every § ending in clerical disguise. Will guard prisoner with great care at all Fee 
round including the DM, who acts for times, but with little initiative. First aia is 
non-player characters, The orders arethen ff The Undead priority will be to protect the Judges or eae 
fa read by the DM in alphabetical order, § The Court acts as a focus for the attention Clerk should they be attacked. Bea 
though all actions are considered to be § of undead and the foundations are riddled a: 
sytem simultaneous. Standard AD&D rules and § with burrows for their use. Periodic out- § Clay Golem Bhey 
acommon sense will ensure the game @ breaks of undead occur during judicial §Stands immobile between doors of outer Pe sad 
Seq progresses. proceedings with the object of disrupting § court. geen 
A Spells such as know alignment, augury fj them and killing clerics. The chance of an AC=7 HTK = 50 Ae RN 
yf or Rise will not work within the f ™ outbreak ects is 20% per turn. BS Damage 3 — 30 per round Re 
a 


"f elt Sst ACh apache Sb kt 
Beas Cee : ak Bs os ee SR os ee Renu 

ne ‘3 eon eyaes ee Saha x Eee Ree & 9 Hf A Tt a 
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Pl Level =5 HTK =19 AC=4 Align=LN 
& A morose and quiet individual normally, 
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x the first chaotic act by anyone will pro- 


4.94 hatred of the one concerned. 


voke you instantly to fury and an undying 
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Deane, 


Sarcand S W D~°Co Ch 
Paladin 1S 1G> 15: 1. (14. 18 
Level =4 HTK=29 AC=4 Align=LG 
Evil must be stamped out, especially ina 


Court of Law. Observe everyone present 4 


for evil acts, then work accordingly, sel- 


Mm ecting the perpetrator of the worst evil 
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Y illusionist 9 16 11 


B Level=5 HTK=18 AC=9 Align = CNES 
For a wager, you bragged that all clerics Fé 


sas 


are fools and you could easily make mon- 
i keys of them all. Your friends are waiting 


outside for proof, Don’t disappoint them. 
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SL Hey" 


2, 

f 
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ta Spells: Co/our spray, dancing lights; phan- 
tasmal forces; ventriloquism; fog Fx 
cloud; paralyzation, deafness 

Staff +7 

Potion of Flying 

Potion of Polymorph 


to be punished first. 

Arms: Mace +2 
Potion of Clairvoyance 
Talisman of Pure Good (1 charge) F 


Z Spells: Bless; spiritual hammer; dispel 
magic 

4 Arms: Staff of the Serpent (Python) 
Potion of Extra Healing 
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ro ¥ Cleric 11 13-18 14 °17'°92 
$2 Level=5 HTK =27 AC=4 Align=NE 
eat) The court is an irrelevance. Create mis- 
ates) Cheif, particularly if someone can be hurt 
being and the blame given to someone else. 


wy Level =5 HTK=13 AC=6 Align=CN@@Level=3 HTK=12 AC=7 Align=CER 
3 orgiastic cult, you want to lift a few fat i 
ar Spells: Hold person; bestow curse alive and the guild did nothing... the f& 
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Mm Houri Zelf 10 18 9 17 12 18 Thief 12 12 10 15 12 9 

. Disguised as a female cleric of Droll, an Bi You are disguised as a cleric in order to foxes 
< fy divert some moneys to your pockets. ay 
“i purses from a few fat clerics, especially fy] Beware, though; the last thief was flayed Bf as 

: last divine intervention left six of the nine 

AY in their next sermon. hi levels of the guild house flooded with oa 

Mi Spells: Fascination; 
4 wounding 
me Arms: Dagger +2 


jealousy; 


‘of 


Ss !| W D Co Ch 
10 15 16 10 14 18 


Otranto 
Hw Cleric 


the ability to read guilt or otherwise from fs 
an examination of entrails. Best results fy 
are always obtained by using a friend of 
the accused... 
i Spells: Ho/d person; animate dead 
4m Arms: Mace +4 
Potion of Flying 
Potion of Healing 
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‘Druid %elf 12 13 18 9 12 13 & Sireeo we Une a 
HLevel=6 HTK=21 AC=7 Align=N PB rt | 
~1 The atmosphere of the Court is depressing. 3 — 
Continually agitate for an open air meet- * 
ing and use your spells to encourage this. 
Spells: Entangle; heat metal pyrotechnics; 
AAS ce summon insects; produce fire 
“yeu Arms: Sling of Seeking +2 
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W The court should be constructed asshown 
using graph paper or a play aid such as 

§ Dungeon Floor Plans. The principal char- 

Pea acters, apart from the player-cleric on trial, 
are presented on the slabs above, which 
should be photocopied, cut out, and dis- 
tributed among the players by the referee. 

id The clerk of the court is essential, but 

my Other characters may be omitted if the 
x fy OM wishes, or if they are not drawn ork 
4 dealt out. 2 
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Treasure chest is a regular feature devoted to readers’ ideas for 
D&D. 


THE BOWL OF EVERLASTING PORRIDGE (after 
E.T.A.M.) and THE ALPEN HORN 
by Barney Sloane 


Usually found together, these two great relics of the mighty 
wizard Brech Phastish are much sought after prizes. The Bow/ is 
about a foot in diameter, and of very fragile ceramic nature, 
with runic signs around the inside rim. Hidden amongst these 
are two indecipherable words, readable only if a read magic spell 
is cast: ‘Quaker’, and ‘‘Oatz”’. If these are pronounced. in quick 
succession, a great gurgling will fill the air, and porridge will begin 
to gush freely from the Bow/, at a volume of 3’ by 1’ by 6” per 
round. This will continue until either a pollute food & water 
spell is cast, or the stopping word is found, hidden on the base 
of the Bowl: ‘Pots’. This is in common, The Bow/’s worth is 
2000 gps, and its encumbrance is 100 gp equivalent. 

The Alpen Horn is a 12’ bronze horn, embossed with ancient 
bas-reliefs of mighty rituals, such as the cheese-parties of Norse 
yore ... If winded, there will sound a particularly disgusting 
belch, and then a gurgling, much like the Bow/ above. Following 
this, ready-made Alpen cereal will pour from the mouth of the 
Horn, in a jet, 10’ by 6”. This will occur for each puff, but there 
is a 10% cumulative chance per puff that it will backfire filling 
the unfortunate’s stomach up with Alpen, lots of Alpen. . . 

The Horn is worth 400gps, and weighs 2000 gps. 


HANDEDNESS 
by Lew Pulsipher 


Players may also roll percentile dice for handedness. Modern, 
percentages are approximated: left-handed males 8%, females 
4%, remainder right-handed. A fighter with 15 or higher dex- 
terity may learn to use a weapon or shield in his opposite hand. 
Eight weeks intensive training per weapon/shield is required. 
A fighter with 18 dexterity is ambidextrous and consequently 
can use weapons/shield in either hand without extra training. 
However, using two weapons at once is impracticable given the 
style of fighting required against efficiently armoured and 
usually non-human opponents. The highly stylised Florentine 
rapier-and-main-gauche method would lead to the quick demise 
of the user in such situations. If an ambidextrous fighter insists 
on using two weapons at once, subtract two each from hit 
probability and damage (zero damage possible), eliminate all his 
dexterity bonuses against getting hit (—4) but permit him to 
retain 2 if reduced to chainmail and all 4 if reduced to leather 
armour; and if neither weapon is a dagger, when the fighter 
rolls a 1 he rolls again to see if he hits himself! He may inflict 
no critical hits, as well. Remember also that armour class is 
seduced because the fighter has no shield—the second weapon 
is worthless in defense compared to a shield for the required 
kind of fighting. 


THE BELL OF WATCHFULNESS 
by P.A. Cotley 


This is a silver handbell of intricate design (value: 200 gp). 
On the bell is an inscription, which reads thus: 


By door or entrance | will stand, 
Unseen, if that is thy command, 
Keeping guard, a watchful sentry, 
Thrice |‘1l warn thee of an entry. 


The bell has no clapper, nor anything by which one might 
originally have been attached, and so is incapable of being rung 
normally. However, if it is set down near any entrance (door, 
arch, gate, window etc.), it will ring clearly three times if any 
creature passes through the entrance. This ringing cannot be 
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heard by anyone within a 10’ radius of the bell, so the creatures 
entering will be unaware of the warning. 

If the bell is put down and commanded to become unseen or 
invisible, then it will do so. However, if the bell is being held, 
then nothing will happen. The bell will become visible as soon as 
it is picked up again. However, it has a mischievous tendency to 
move around while it is invisib/e, and could be anywhere within 
a 5’ radius of its original position. There is a 10% chance of find- 
ing the bell per person searching per round (within the specified 
area). A party searching on hands and knees is, of course, ex- 
tremely vulnerable to surprise attacks. The bell reappears in any 
case 3 turns after it became /nvisib/e. 


PERIAPT OF POISON DECTECTION 
by Roger E. Moore 


This is a device that determines the edibility of food or water. 
When this amulet is held near a sample of food or drink, it emits 
a soft glow to indicate the presence or absence of poison. If the 
Periapt glows a light, bright colour, the food is quite pure and 
safe to consume. A dull grey glow indicates there are disease- 
producing agents present that pose a danger to any who eat or 
drink the substance, A dark, malignant colour shows that the 
substance has been poisoned, the darker the colour the deadlier 
the poison. Different varieties of this Periapt will use different 
colours for the different stages but all have dark hues for poison 
and grey for disease. Gold piece sale value: 10,000. 


FAKE TORTURE ITEMS 
by Roger E. Moore 


This is a small kit, weighing between 5 and 10 Ibs, consisting of 
a variety of needles, cords, iron rods, rusty knife blades, bottles 
of unidentifiable liquids, etc. It can be carried and used by parties 
that have an orientation more neutral than evil, and is used to 
encourage prisoners to become more verbal with regards to where 
their treasures are, what or who is guarding it, location of the 
home lair, etc. First, when the party has finished trying to 
question an orc, goblin, or whatnot which was taken prisoner 
recently, they all go off into a huddled discussion in view of 
the prisoner but some distance away. One or two party members 
should suddenly look utterly horrified and ask the rest of the 
group not to go through with a certain plan. The rest of the 
party vehemently disagrees (“You can’t deal with orcs any 
other way!") and orders the objecting member(s) to leave. 
While the other adventurers start unpacking the fake torture 
kit, laughing in a maniacal and sadistic manner, the member 
who objected to the plan goes to the prisoner and begs him/her/ 
it to talk, as there is nothing that can be done to stop the other 
adventurers. “Please talk! | can’t bear to hear you screaming 
for hours and hours like the last one...” In the background, 
the adventurers can be heard making bets on how long the 
prisoner will last before . . .(at this point they all laugh again). 

Any real use of the fake torture kit as a rea/ torture kit will 
mean alignment shifts to evil for all contributing party members, 
and all the negative consequences thereof. Using the kit in the 
above manner should produce at least one ‘morale check on the 
part of the captive, and possibly several if the would-be torturers 
look gruesome and mean enough. If it doesn’t work, well, at 
least you tried. a 


Vacc Suits in Traveller BLOWOUT! 


While it is possible to adventure in any environment using 
Traveller rules, my preference has always been space actions. 
Thus, it was not long before the rules on vacc suits were expanded. 
The three types of vacc suit and the associated rules given below 
are the result. 


CiV STD 
Civilian Standard vace suits are typified by 20th century Terran 
models such as the Apollo EVA suit. TL: 7; Cr 10,000. 

They carry the following: Medium range communicator, 
electic torch, emergency repair kit, anti-glare visor, numerous belt 
loops and pockets for tools and samples, wristwatch, provision 
for safety lines, distress flare and homing beacon, sensors to de- 
termine external atmosphere type if any, and magnetic compass. 

By Imperial law, a spacecraft must carry vacc suits to outfit 
all crew and high or middle passengers. These may be in the ship’s 
locker, or where they are frequently needed. 

A Merchant, Pirate, or Belter character may elect to forego 
one of his rolls for mustering out benefits, receiving instead a 
CIV STD vace suit. 


MIL STD 

Military Standard vacc suits resemble a skintight leotard of elastic, 
porous material. Thus clad, a person’s own skin acts as his pressure 
suit, his sweat glands as the temperature control system. TL: 9; 
Cr 20,000. 

Equipment is as for the CIV STD, with the following except- 
ions: No emergency repair kit carried; magnetic compass replaced 
by inertial locator; and the following additional items are fitted: 
Telephone jack and cord for communication in radio silence, 
facilities for plugging into shipboard air/power supplics to con- 
serve those in the backpack, systems capable of monitoring the 
wearer’s vital signs from a backpack readout or over a radio/ 
computer link, heavy-duty overshoes, geiger counter, and hand 
calculator. 

A Navy, Marine, or Scout character may elect to forego one 
roll for mustering out benefits, and receive in lieu a MIL STD 
vacc suit. 


Emergency Vacc Suits 

we These are little more than a man-shaped plastic bag. TL: 8+; 
ma Cr 1,000. 

Emergency vacc suits carry no equipment other than that re- 
et Quired to keep the wearer alive for ashort period. They are found 
fame scattered throughout all kinds of starship in strategic locations, 
Mees where they may be grabbed in an emergency by persons with no 
Ez time for stronger measures. 


my General 
E Both CIV STD and MIL STD vacc suits have backpacks and hel- 
mets, which are interchangeable in emergencies. These contain 
f facilities for the supply of air, heating/cooling as necessary, and 
‘a limited amounts of water and emergency rations. Emergency 
Eeeoe Vacc suits have only an air supply. CIV STD or MIL STD vacc 
ny suits can support their occupants for 16 hours 40 minutes, and 
t for up to one week provided replacement air tanks are available. 
oie Emergency vacc suits can support their occupants for 2 hours 
) and replacement air tanks are not feasible. 
yah Standard EVA kits are available for CIV STD and MIL STD 
gay 4 suits, consisting of a rocket pack capable of up to 3”’ of acceler- 
ee ation, and re-entry shield enabling a safe re-entry at speeds up to 
2". Such kits are available at TL 8+, costing Cr 5,000. Ships 
; come equipped with three such kits per thousand tons of displace- 
¢ ment; minimum three kits on astarship and one on anon-starship. 


é 


te Fitting and Donning 

CIV STD suits may be purchased off-the-peg at any class A or B 
starport. Their size is determined by a 2d6 throw, and is prom- 

. inently stencilled on them. A character may wear such a suit if 


: ys one of his physical characteristics (strength, dexterity or en- 
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by Andy Slack 


durance) is the same as the suit’s size. 

MIL STD suits must be tailor-made for the wearer, a process 
requiring 6—8 weeks at a class A starport, during which the char- 
acter must be available for weekly fittings. A character must have 
the same physical characteristics and gender as the owner to don 
such a suit. 

Emergency vacc suits can be worn by anyone. Characters may 
only wear vacc suits designed for their species. 

To don a vacc suit requires two minutes for a CIV STD; ten 
minutes for a MIL STD; 15 seconds for an emergency suit. Once 
donned, a MIL STD suit can be worn minus the helmet and back- 
pack for several days without penalty, during which time the 
helmet and backpack can be donned in 30 seconds. If caught by 
surprise by explosive decompression, a character must make a 
roll of 9+ to don a suit before he falls unconscious. DMs are: -5 
if no vace suit skill; + vace suit skill; + dexterity. An unconscious 
character may be stuffed into an emergency suit by a comrade, 
using the same throw. 


Use 

CIV STD vacc suits are bulky and have clumsy gauntlets. If 
Azhanti High Lightning or Snapshot are used, they suffer the 
movement penalties laid down for vace suits. Further, no dex- 
terity bonuses may be claimed by a character in such a suit, and 
all skills requiring fine manipulation suffer a DM of -2 on success 
rolls. Emergency vacc suits impose a DM of -5 on such skills, and 
likewise negate dexterity bonuses, but do not suffer movement 
penalties. MIL STD suits impose a skill DM of -1, but no move- 
ment penalties or negation of dexterity bonuses. 

Use the Book 1 procedure for avoiding mishaps when in a vacc 
suit. Punctures in CIV STD or emergency suits cause loss of 
pressure; CIV STD vacc suits may be temporarily repaired using 
the emergency repair kit by the victim or a comrade, throw as 
for donning a suit when surprised as above. A character exposed 
to vacuum loses consciousness after about two minutes, and can- 
not be saved from death after about five minutes, (The referee 
may care to make these times equal to endurance in combat 
rounds and thrice endurance in combat rounds respectively, 
where a combat round is 15 seconds.) The wearer of a MIL STD 
vacc suit takes 1d6 damage if it is punctured (DM: — vacc suit 
skill). On a roll of 11+ on 2d6, the puncture is a faceplate shatter, 
leading to death in any kind of suit unless the victim can be re- 
pressurised within five minutes inside an ATV, ship, building etc. 
Punctured vacc suits must be replaced. 

Extended wear of vacc suits causes extreme discomfort and 
fatigue, For each complete 12 hour period that a suit has been 


worn, impose a -1 DM on the use of all skills by the wearer. & ae 


Combat Y 
In general, the notes from the Use section apply, but combat ae 
presents certain special problems, i 

CIV STD suits give armour protection equivalent to cloth;em- 
ergency and MIL STD suits give no armour protection, but mod- 
ified versions of most armour can be fitted over MIL STD units. 
(CES and Battle Dress are not allowed.) Such modified armour is 
available at TL 10+ and costs are the same as for normal armour. 

An individual hit while in vacuum takes double damage; in 
the Azhanti High Lightning system, wounds are increased by § 
one level. Thereafter, the puncture rules above apply. Also, 
roll 2d6: 11+ indicates a faceplate shatter, followed by a head 
hit and instant death. 


Skills : 
Any character from the Navy, Marines, Scouts, Merchants, 
Pirates, Belters, Nobles or Scientists is considered to have a $ 
minimum skill of Vacce Suit-O for game purposes due to his 

training. Vacce Suit-O may be taught in the same way as creat 

weapon familiarisation in Mercenary, if the instructor has at © 

least Vacc Suit-1 himself. Vacc Suit-0 is sufficient for most ; 
everyday activities, but not strenuous ones or. combat. 


FIEND FACTORY 


Fiend Factory /s a regular department featuring readers’ monsters, edited 
by Albie Fiore. This issue, a D&D mini-scenario for a 5-6th level party . 


The Black Manse 


In a small agricultural town set in rolling 
country, the locals seem unusually depress- 
ed, The town was obviously once prosper- 
ous, but hard times seem to have come, 
which is strange as the countryside is rich 
with crops. Around the town, adventurers 
may hear some of the following rumours: 


The town was under the protection of a 
kind and benevolent baron, but since his 
adventurer son returned things have 
changed. The son’s dwarven companions 
now come and extort crippling taxes from 
the townsfolk and their punishment for 
any opposition is extremely severe. 


The son rode through the town on his 
route to the manse when he returned. He 
is a handsome youth and was in the 
company of 12 dwarfs. 


The former mayor went to the baron’s 
manse, but returned a mindless fooi. 


Nothing has been seen of the baron or his 
men since the son’s return. 


Those who have braved approaching the 
manse have been scared away by the 
sounds they have heard, which seemed to 
them like those of a madhouse. 


The manse is sited about a mile and a half 
from the town, Inside are the son and his 
friends who appear as dwarfs due to their 
illusory powers. They are in fact: 


DREAM DEMONS 
by Phil Masters 


No, Appearing: 1—12 
Armour Class: 2 


Movement: 8/12" 

Hit Dice: 2d8+3 

Treasure: Nx3; Qx2 

Attack: Two wings for 1d4 each 
Alignment: Chaotic evil 

Intelligence: Average 

Monstermark: 93.33 (level Vin 12 levels) 


Dream demons are similar to quasits in 
nature and strength. However, they spec- 
ialise in the magic of illusionists (and are 
very occasionally granted to high level 
chaotic evil illusionists as familiars). They 
are usually encountered singly, but small 


22 


groups are very occasionally encountered. 

Their natural appearance is as an 18” 
black skeleton with huge, gorgeous, butter- 
fly wings, but they can project a powerful 
illusion at will so as to appear as any crea- 
ture of /ess than human size. If dispelled, 
this i/lusion can be re-formed in one 
round (treat all dream demon magic as 
seventh level power). Whatever their 
appearance, however, they attack with 
the razor-sharp edges of their wings. 


Dream demons are generally only 15% 
magic resistant, but this is raised to 50% 
against spells from illusionists, and they are 
immune to the followingspells: invisibility, 
phantasmal force, colour spray, hypnotism 
(all forms), ESP {all forms), hallucinatory 
terrain and phantasmal killer. 

The dream demon can use ventrilo- 
quism and dancing lights at will; phant- 
asmal force and hypnotic pattern three 
times per day (the pattern being projected 
from its wing-colours); and the following 
illusionist spells once per day each: gaze 
reflection, invisibility, minor creation and 
maze. |n addition, the dream demon may 
make one attempt, with 50% probability 
of success, to take control of any shadow 
(see Monster Manual) encountered. 


They are the servants of the son who also 
is not what he appears. Shapechanged to 
look like the original son who he hasslain, 
is the new lord of the manse — an... 


INCUBUS 


by Roger E. Moore 


No. Appearing: 1 
Armour Class: 2 


Movement: 12°/15" 

Hit Dice: 7 

Treasure: G,X 

Attack: 2 claws for 1d4 each or 
by weapon type 

Alignment: Chaotic evil 

Intelligence: Exceptional 

Monstermark: 1094.85 (level XI in 12 
levels) 


Incubi are the male counterparts of the 
succubi, and like the latter are solitary 
demons. In its natural form, an incubus 
appears to be a tall, handsome, male 
human, though with small horns and fangs, 
and a large pair of reptilian, scaled wings 
growing from its shoulders. The incubus 
has a powerful assortment of spells and 
abilities to assist it in causing havoc and 
grief wherever it goes, It can cause darkness 
10’ radius, shapechange (only into a 
humanoid form of the same height and 
weight), hold person, clairvoyance, ESP, 
go ethereal, and cause confusion at will, 
one power per round, It may also attempt 
to gate in one Type II! demon (60%) or 
one Type IV demon (40%) with a 70% 
chance of successfully opening the gate, 
but must reward the called demon in some 
way and is thus reluctant to do so. Once 
per day an incubus may also cause insanity 
by touch (-4 saving throw vs. spell); the 
insanity produced is 90% likely to be 
homicidal mania (see Dungeon Master’s 
Guide for details). 

Being a demon-type, incubi have other 
powers held in common with all demon- 
kind. They have a magic resistance of 75% 
and are immune to normal or silver 
weapons, Weapons of +1 power or greater 
are needed to hit them. An incubus has 
infravision to 120’, a special form of 
telepathy allowing communication with 
any intelligent being, and resistance to 
various attacks — acid gives full damage; 
cold, electricity (lightning), fire (dragon, 
magical), and gas (poisonous, etc.), half 
damage; iron weapon, magic missile, and 


poison, full damage. 
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The incubus is also psionic, with a 
psionic ability of 200, and attack modes 
of C and E, and defence modes G and I. 

There is a 10% chance that a banshee 
(see Monster Manual) will be found 
accompanying an incubus, otherwise the 
incubus will usually be alone. 


On arrival at the manse, the incubus, while 
apparently greeting the baron, used his 
cause insanity power. The baron is now 
suffering from homicidal mania and is 
locked in a cell in the lower level of the 
manse. He sits quietly in his cell, but 
around him is bedlam. The other cells are 
occupied by his former men, 20 in all, who 
are all gibbering imbeciles, howling and 
screaming. Three are still under the control 
of some strange creatures of the ether that 
the ‘son’ unleashed-among the prisoners. . . 


BRAIN SUCKERS 


by John R. Gordon 


No. Appearing: 1-3 
Armour Class: 5 


Movement: 6” 

Hit Dice: 1d8+1 

Treasure: Nil 

Attack: 2 per round, both special 
Alignment: Chaotic evil 

Intelligence: Highly 

Monstermark: Inapplicable (suggest level 


Ill in 12 levels) 


The brain sucker resembles a large, slimy 
grey brain, always pulsing, which is attach- 
ed to a lash resembling a spinal cord en- 
cased in slimy, red vertebrae, It moves by 
writhing this lash and may move flat on 
the ground or in an upright position. It is 
approximately 3’ 6” long. 

It can be found either on the Prime 
Material Plane or in the Ethereal Plane, \t 
lurks, waiting for its prey which must be 
of at least animal intelligence, so that it 
can feed on them. It has two attack 
modes: a psionic attack (it has 160 psionic 
points, recoverable at the rate of 12 per 
hour, and all attack/defence modes); or a 
sucker attack. When it uses its sucker 
attack, if it rolls a hit, the victim must 
save versus his intelligence on 3d8. If he 
fails to save, the brain sucker will fade 


into the victim’s body and attempt to take 
over, the victim must now save versus 
magic — success means that the brain 
sucker has gained complete control of the 
victims mind and all his powers for on/y 
1—4 turns; failure means that the brain 
sucker has gained control for as long as it 
desires. 

The brain sucker can use its psionic 
powers within its host and to protect its 
host. Once a week, the victim may try to 
free himself — he must roll 1d10 in an 
attempt to roll greater than the intelligence 
difference between himself and the sucker. 
If he succeeds, the brain sucker wil! mater- 
ialise outside his body and fall to the floor, 
dead. It will then slowly dematerialise back 
into the Ethereal Plane. \f the host is killed, 
the brain sucker will rematerialise outside 
the body, taking 1d8 damage in the 
process. It will then usually wriggle off or 
flee to the Etherial Plane to recuperate. 

The brain sucker may leave its host 
whenever it wishes, causing 1d8 damage 
when it does so and stunning the host for 
10—30 segments, but usually waits until 
it has reduced its host’s intelligence to 4 
by feeding on it at the rate of 1 point of 
intelligence per month, When the host's 
intelligence is reduced to 4, the sucker 
must leave the host who will be, by then, 
a gibbering lunatic. The host may battle 
the brain sucker psionically and should he 
manage to slay it, either psionically or on 
freeing himself as described above, he will 
regain 1—8 points of intelligence as long 
as this does not exceed his original score. 

The brain sucker can travel to and from 
the Ethereal Plane at will once per turn. 


The only other occupant of the manse is 
in the baron’s treasure vault. It was placed 
to guard his goods and isa... 


GUARDIAN 


by Simon Tilbrook 


No. Appearing: 1 
Armour Class: 3 


Movement: 6”/18" 

Hit Dice: 6d8 

Treasure: None, other than what it 
is guarding 

Attack: 1 bite for 1—3 plus petri- 
fication 

Alignment: Neutral 

Intelligence: Exceptional 

Monstermark: 379.68 (level VIII in 12 


levels) 


The guardian is a modification of the 
necrophidius (see Best of White Dwarf — 
Articles) and is created in the same 
manner except that its creation requires 
the body of a giant snake, a man-sized 
humanoid skull, a cockatrice feather and 
a gem of at least 1,000 gp value. 

The guardian is created specifically to 
protect its creator’s treasure, tomb etc. Its 
spirit can leave its body at any time. It 
can then move at 18” per turn and retains 
both its normal senses (sight, hearing, etc.) 
and its magic resistance of 50%. Detect 


invisible will reveal its presence as a fiery 
red aura, otherwise it cannot be detected. 
(DM's could let elves, dogs, etc. have a 
chance of noticing ‘something’ — Ed.) The 
spirit can enter and animate any of its 
petrified victims, one at a time. The 
animated ‘statue’ then becomes an 8 hit- 
dice monster, moving at 3” per turn and 
attacking every other turn (always attack- 
ing last) for 3d6 points of damage. The 
‘statue’ is invulnerable to normal weapons 
but will take damage from magical weap- 
ons. If an attacker fails to make the ‘to hit’ 
roll, then his weapon will shatter — magic 
weapons are permitted a saving roll. 

When in its own body, the guardian 
regenerates at the rate of 1 hit point per 
turn — even after death. The guardian’s 
spirit may return to its mutilated body 
(which is defenceless when ‘vacant’) and 
it will immediately begin to regenerate. If 
the gemstone set in its forehead is removed 
from the remains, it cannot regenerate. 

Its magic resistance is permanently 
functioning and will affect all spells cast 
within 10’ of the guardian’s spirit (or 
approaching within 10’ — e.g. lightning 
bolts). Spells such as wizard lock should 
also be checked (once only) when the 
guardian first approaches within 10’. 

While in spirit form, the guardian is 


invulnerable to all physical attacks — even 
magical weaponry. 

Each guardian is created with one 
weakness usually linked to what it is 
guarding to prevent betrayal. If its weak- 
ness is, say, silver (asin this mini-scenario), 
then the touch of silver (in any form) 
‘burns’ the guardian’s body for 1—3 hit 
points of damage per hit; the guardian 
cannot voluntarily touch or pass over 
silver — not even in its spirit form; if an 
animated statue is touched by silver, the 
guardian must immediately leave the 
statue; it cannot enter a statue which is in 
contact with silver; its spirit can be pushed 
back or held at bay by silver; and if its 
gemstone is touched by silver, then its 
spirit is permanently banished to Limbo 
and all petrified victims crumble to dust. 


Its weakness is silver and each of the 
treasure casks that it guards is made of 
silver. Bi 
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NEW 


..-GDW have announced forthcoming 
titles in the Traveller family. First, there is 
Trillion Credit Squadron, Adventure 5, a 
radical departure in adventures. Instead of 
role-playing at a personal level, players will 
be at a higher level, designing space 
squadrons, and engaging in battles at the 
fleet level. The adventure will provide the 
basic rules together with optional rules 
and at least three different games. The 
adventure is being used as a Traveller 
tournament in the US at GenCon, Gen- 
Con East and Pacific Origins. Competitors 
will build their squadrons and then pit 
them against each other. The other plan- 
ned releases are: The Argon Gambit/Death 
Station, Double Adventure 3; Library Data, 
Supplement8; Marooned/Marooned Alone, 
Double Adventure 4; Striker, a set of rules 
for 15mm Traveller figures; and Fifth 
Frontier War, a boxed game concerning 
the final battle of the Solomani Rim War. 
Plans are also afoot to release a Deluxe 
Traveller. . . 


CHAOS TERROR 


. . .Chaosium are to release Cults of Terror, 
a book which covers the ‘bad guy’ cults 
of Glorantha. Information regarding 
previously announced titles shows Thieves’ 
World to be a package with a map of 
Sanctuary including houses and buildings. 
The maze is left blank for characters to 
explore on their own, using any role- 
playing system. Griffin Mountain is a 200 
page RuneQuest book containing infor- 
mation about the land, its residents, lead- 
ers, citadels, monsters, trade routes, and 
over 100 suggested scenarios. Storm- 
bringer, the Elric-based role-playing game, 
is based on the RuneQuest system but with 
radically different magic, maps, scenarios 
and character sheets, Call of Chthulhu is 
the official H. P. Lovecraft role-playing 
game and is adapted from RuneQuest. . . 
. . Metagaming are to launch a magazine 
based on their own games and activities 
entitled Interplay. . . 


each containing 15 new powers. . . 


.. Quicksilver Fantasies are a new com- 


ALIENS 


...5omething alien this way comes from 
Eon Products. Two .more expansion kits 
are in preparation for Cosmic Encounter, 


RELEASED: 
from Citadel 


Among Citadel’s \atest releases are those 
shown below: 


.. steve Jackson Games have released 
three more sets of Cardboard Heroes. 


These are: Set 2: Brigands, Orcs and 
Goblins; Set 3: Half-Orcs, Reptile Men and 
Kobolds; and Set 4: Animals. . . 


On the left is ES66c: Wizard with Staff; 
centre is ES87a: Valkyre (both from the 
Ral Partha: Personalities and Things that 
Go ‘Bump’ in the Night range). On the 
right is WF6: Aggressive Aardvark 
advancing with Sword (shades of Cerber- 
us!) from the Weird Fantasy range. . . 


from Asgard 


.. Asgard Miniatures have released a new 
15mm science fiction range designed for 
use with the Combat 3000 rules published 
by Tabletop Games: 


pany publishing adventures for fantasy 
role-playing games. Their first title, Carn- 
ival on Windemere, is a solo adventure set 
in a town and provides alternative pro- 
grams for fighter, assassin or cleric. Crystal 
Pleasure Palace is a solo adventure set in 
the same town as Carnival on Windemere 
and provides alternative programs for thief, 
fighter or magic-user. . . 

...lask Force Games have released 
Dungeon Tiles, a boxed play aid for fant- 
asy role-playing games. . . 

.. Origins VI/ is to be held from 3rd—5th 
July 1981 at the Dunfey Hotel, San Mateo, 
California. .. 

..-Games Day ‘87 will be held at the 
Royal Horticultural Society’s New Hall, 
Greycoat Street, London SW1 on 26th and 
27th September 1981. All those wishing 
to vote in the Games Day Awards will find 
voting forms available at most hobby 
shops or may obtain one direct from 
Games Workshop by sending anS.S.AE. . . 
.. Citadel Miniatures intend to release 
future ranges of figures with a direct tie-in 
with the most popular role-playing games 
available, They have recently acquired the 
UK rights to manufacture the official 
Advanced Dungeons & Dragons Fiend 
Folio range under licence from 7SA; the 
official Traveller figures under licence 
from GDW; and the official RuneQuest 
figures under licence from Chaosium. 


Left is MSM1515 Trimote Overlord, right 
is MSM1503 Space Marine in Battle Arm- 
our and centre is MSM1523 Saurian 
Riding Hunting Lizard. Asgard have also 
expanded their fan- 
tasy ranges with such 
nasties as FG10 Giant 
Armoured Rat from 
the Fantasy Goblins 
range, shown here. 


D&D HOLIDAY 


Spend an uninterrupted week or two playing D&D on the Isle of Wight. From 12th 
September our guest house is available for D&D fans to meet and play for as long as 
they wish. Grangewood is only 250 yards from Sandown’s long, flat, sandy beach, 


shops, buses, etc., if you wish to relax in any other way. The bedrooms, TV lounge 
and separate dining room are all comfortably furnished, and the food is excellent. 
Bed, breakfast and evening meal will cost £45.00 per week (no VAT payable). 
Telephone bookings are accepted. Please telephone Eileen Monks on Sandown 
(0983) 404648 or write to: Grangewood Guest House, 40 Victoria, Sandown, 
Isle of Wight, PO36 8AL. 
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NEXT ISSUE 


* AMBER TO RED — The winning entry 
in the Traveller scenario competition. 


* THE DM’s GUIDE TO THE GALAXY 
— Space travel in AD&D. 

* INTRODUCTION .TO D&D — Part IV, 
Fighters and thieves 


* LIZARDMEN — The reptilian monster 
as a player character. 


Starbase is a regular department featuring readers’ ideas for 
Traveller. This issue, a look at various peripheral subjects... 


This being the first anniversary of Starbase, it would seem an 
opportune moment to take a look at a few Traveller related 
subjects not normally covered in this column by answering a 
few of the most frequent questions asked of me — and also to 
thank those readers who have submitted contributions to 
Starbase or who have commented favourably on it. 

Both GDW and Games Workshop are continuing to devote 
considerable resources to Trave//er. Having seen GDW’s advance 
schedule of Traveller material, you are in for some interesting 
times over the next year or so. As for Games Workshop, with 
any luck the //SS Ship Files (Vol. 7) will be in the shops soon 
after you read this — | hope you have as much fun using the six 
vessels described therein as | did designing them. Several other 
Traveller projects are in the design and planning stages, which 
will be announced as they come to fruition. When you take into 
account the work of other publishers — Judges Guild, Paranoia 
Press, Group One, and so on, the position is healthy indeed. 

Apart from the question of how to set up a Trave//er adventure 
or campaign (which subject has been covered in White Dwarf 79, 
Starbase, and last issue by Andy Slack in Backdrop of Stars), 
one of the most frequent queries is on the best science fiction 
novels from a Traveller viewpoint. Below | have given a very 
short list of novels or short story collections, chosen not on 
literary merit but on interesting adventure situations, background 
detail or ingenious characters and places. | stress that it is a 
personal choice — other people will have other favourites; also 
some of them may be out of print or difficult to get (only a US 
printing, for example). In this case try one of the specialist science 
fiction bookshops that advertise in White Dwarf: 


Robert Asprin (The Bug Wars — for bug-eyed monsters) ; 

Ben Bova (Co/ony — for satellite colonies) ; 

C. J. Cherryh (Brothers of Earth, Hunter of Worlds, Serpent’s 
Reach — for possible Aslan background/situations) ; 

Frank Herbert (Dune Trilogy, The Dosadi Experiment, The 
Jesus Incident — for good plots and background, though 
difficult to translate into adventures) ; 


STARBASE 


Larry Niven and Jerry Pournelle (The Mote in God’s Eye — 
one of the better ‘man meets alien’ stories); 

Frederick Pohl (Gateway and Jem — good solid SF); 

Jerry Pournelle (Future History — mercenary-type situations); 

Brian Stapleford (The Hooded Swan series and the Daedalus 
series — for adventure situations). 


Almost anything by: 

Poul Anderson (especially the Van Rijn/Polesotechnic League 
stories and the Flandry series); 

Gordon Dickson (Dorsai Trilogy and others); 

Joe Haldeman (especially The Forever War); 

Harry Harrison (Deathworld Trilogy, Stainless Steel Rat 
series and others); 

Jack Vance (Demon Princes series, Alastor series and many 
others). 


Finally to preserve a balanced viewpoint: 
Douglas Adams (The Hitch-Hiker’s Guide to the Galaxy, 
The Restaurant at the End of the Universe); 
Most books by Ron Goulart. 


Once beyond the idea-forming stage, another phase of the 
referee’s job that | get many queries on is in producing a detailed 
scene — often blithely glossed over in supplements and articles 
with the words ‘the referee should make a map of the area/plan 
of the buildings to a suitable level of detail’. My advice is to use 
every short-cut you can find. | am fortunate in that at work there 
is a technical library dealing mainly with architecture and eng- 
ineering, but many of the periodicals should be available in 
public libraries. In the UK, the Architect’s Journal (AJ) and 
Architectural Review (AR) usually contain several building plans 
of everything from housing to schools and offices. Searching 
through back issues might turn up just the building you are 
looking for. Atlases and more detailed maps (in the UK, the 
Ordnance Survey — I’ve had everyone from vikings to Imperial 
marines fight over the one-inch Tourist Map of the Lake District!) 
for area plans, of course. 

Use lateral thinking — a lot of D&D and other games’ play 
aids can be used for Trave//er, if only for the plans. As an example, 
The Halls of Tizun Thane (see The Best of White Dwarf, Scenarios) 
could have all the monsters and stuff cleared out and used as the 
residence of a petty noble that the players may have been asked 
to burgle, assassinate or whatever. Indeed, many of the room 
descriptions may need little or no change. | have even drawn a 
plan of the office that | work in to use in a Traveller incident — 
as long as the players are unfamiliar with it, it doesn’t matter 
what source you use — a tracing of a town centre map with 
the names of the roads changed becomes down town Mos Eisley 
or whatever; an Ordnance Survey map of the Scottish Highlands 
similarly treated becomes guerilla country on Efate/Regina —the 
possibilities are endless. 

Lastly, | should like to remind readers that general corres- 
pondence on Traveller matters is always welcome, as well as 
contributions to Starbase. Only by making known your com- 
ments and opinions can we know how good or bad our treatment 
of Traveller is. And remember, we have a direct X-Boat link to 
Normal, Illinois — any relevant comments are passed on to GDW 


to let them know too. {a 
oi) TRAVELLER SCENARIO i) 
COMPETITION RESULT 


This competition produced a fine crop of entries which were 
mostly of an impressively high standard. This made the judges’ 
job rather difficult, but their final choice was: 


1st: Amber to Red by Neil Cheyne; 
2nd: Weed War by S. L. A. Nicintyre; 
3rd: Pavabid by Simon Earley. 


Our congratulations to Neil Cheyne who will receive the prize of 
an autographed copy of Leviathan, kindly donated by Games 
Workshop Ltd. Amber to Red will be featured in the next issue. 
(FUSS Ol ee Se SS eee 
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CHARACTER CONJURING' 


What Makes 4 Good AIDED Character Class 


by Lewis Pulsipher 


A party of ninth and tenth level magic-users, clerics, and fighters 
hunts for a lich. Among them is an eighth level “Guardian” 
character, a class devised by the DM and used by the players. 
They come to a door. The guardian listens — he hears something. 
Then he looks through the door with his X-ray vision. Telling 
the others it’s too dangerous for them in there, he turns ethereal 
and walks through the door. Five minutes later he opens it. ‘It's 
OK now, It was just 10 mind flayers, and when they attacked 
me psionically my mental boomerang defence scrambled their 
brains.”” The party shake their heads and look for spoils. 

The guardian dominates this game, despite the powerful 
party. Whatever the requirements are for rolling a guardian, the 
class is too powerful. The other characters watch while the 
guardian deals with whatever arises. This is not good fantasy 
role-playing. New character classes add variety to AD&D and 
permit players to try things they would otherwise never attempt. 
But many of the classes published are unrestrained combinations 
of two or three classes, or wild interpretations of classes from 
novels or movies, which unbalance the game. My purpose is to 
explain what makes one character class a welcome addition, 
while another is a nightmare. First I'll give guidelines for devel- 
oping a character class, and then pointers for classes derived 
from fiction. 

The advantages of each class must be balanced by disadvant- 
ages. Players should play the class because it is different, not 
because it is more powerful than one of the basic AD&D classes. 
From ninth level upwards no character class should be as power- 
ful as the magic-user class. D&D is a game of magic, and the 
magic-users are the strongest class at high levels. 

It is easier to keep the number of advantages small than to 
devise many disadvantages. Remember, magic items neutralize 
disadvantages as the character lives his life. The least effective 
disadvantage of all is high ability requirements. No matter how 
high you set the requirements, some people are going to roll 
them. And for people who actually use the class, the ability 
requirements are no disadvantage at all. Ability requirements 
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only reduce the numbers of a class, not their power. Our guard- 
ian example was too powerful if six 18s were required. A poor 
armour class is a favourite disadvantage given to many classes, 
such as the thief and magic-user. But it is often impossible to 
say why the character can’t use better armour. You're better 
off choosing some other disadvantage. The third common 
disadvantage is high experience point requirements to rise in 
level. What counts is the character’s power at a given experience 
point total, not his experience level. Experience levels are a 
convenient signpost; a third level ““X” class is not necessarily 
equal to a third level “Y” class — compare experience points, 
not levels. The fourth disadvantage is to give the class “small” 
hit dice. 

Don't combine the best aspects of two or more classes into a 
single new class. It will be difficult to devise disadvantages 
commensurate with the advantages of this combination. Multi- 
class characters already exist, with built-in disadvantages. But 
even if they did not, combo-characters are hard to control, and 
what's worse, they are likely to make the single-class characters 
envious. 


Create a character class you could believe if you read about 
it in a good fantasy novel. The explanations for the existence of 
many classes are ridiculous. Jesters and idiots are two infamous 
examples which were published in 7SA’s own magazine several 
years ago — unfortunately not everyone treated them as jokes. 
It is best to base a new character either on fantasy traditions or 
on aclass from a particular novel or fictional series. 


The creation of the class will take a long time, with several 
drafts written at intervals of many months so that playing ex- 
perience and comments can be obtained. Perhaps one or two 
out of four classes you devise will prove good enough to retain 
in the campaign. Begin by giving the class powers at the high or 
“name” levels, say tenth or eleventh, equal to those you see in 
the tradition or story on which you base the class. Find some 
evidence of how the character fared against creatures or dangers 
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already defined in AD&D. Say the character fought a bear — 
did he have much trouble? Even if the eleventh level Eldar or 
whatever killed the bear in two rounds in the story, a first level 
won't necessarily do as well! A first level character should not 
be more powerful than a first level ranger or paladin, So many 
designers give all the known powers to low levels and then 
devise even greater powers for higher levels that | must emphasize 
this point. Don't make the character more powerful at “name” 
level than he is in the source; and then don't make the higher 
levels significantly more powerful. 

Don’t be afraid to change the rules as you gain experience 
with the character. If another DM or player tells you that the 
class is too powerful, listen to his reasoning. Don’t pay much 
attention to those who suggest increases to the character's 
abilities; the average player is biased, so his advice is likely to 
be intended, consciously or subconsciously, to increase the 
power of the class. By the same token, you should not play 
your class until you have finished it, to avoid bias. Use the class 
as a monster to playtest the higher levels. 

When you model a class after a group or character from a ! (a) 
particular story, there are several things to keep in mind. First, % 
it is not necessary for the character to do everything the hero | (b) 
of the novel could do, Some abilities won't fit properly into , (c) 
the milieu, others will be too powerful to introduce to the group { (d) 
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of abilities belonging to an existing class irrelevant. For example, 
a character who can move ethereally — which makes him in- 
visible and silent — will make thieves useless. 

Second, read your source carefully; don’t rely on impressions 
that so-and-so could do something like X. Find the actual pass- 
age which says he could do X, and under what conditions. 

Third, work from actual capabilities, not from relative I 
strength. There are many people who think Gandalf must have | 
been a 20th level wizard just because he was the most powerful 
spell-user in Middle-earth, excepting Sauron. But if you look at | 
the spells he actually used in the stories, and remember that he 
wore one of the Three Rings, it is evident that he was no more | 
capable than, say an eighth level AD&D cleric. This sounds weak, | 
but in a world virtually devoid of magic such a character, with 
a magic Ring of Fire, is indeed incredibly powerful. Find analog- 
ous D&D spells or abilities for each ability of your model per- 
sonality; don‘t rely on relative strengths or impressions of 
strength. 

Fourth, remember that protagonists of epic fantasy are “born I 
lucky”’. They roll 19s and 20s for saving throws, and stumble j 
into good positions. Take this into account; luck should not be 
“built in’. The character class should be ab/e to reproduce the ] 
greatest feats of the model only when the character gets lucky, 
not as a standard action. 

After you've created the first draft of your class, and after 
each successive draft, you should look at it in three ways. 
Compare it with tradition or with the story it is derived from, 
compare it with the strengths and weaknesses of existing classes, 
and then look at the effect of the class on the game — is it 
balanced, does it satisfy a need, is it fun? 

| have discussed above the comparison of class to fiction. For 
the second comparison, is your class much stronger than other 
classes, particularly similar ones? For example, don’t create a 
“weapon master” class which is significantly better than a fighter 
in almost every way at comparable experience point totals. In 
that case the players who have fighters will be envious, if not 
disgusted. If the character is as strong as a magic-user at high 
experience totals you should weaken it. 

How does the character affect the game? A “jester” or “idiot” 
would only harm the campaign, making it a travesty of fantasy. 
An overpowerful character would dominate the adventure, as 
did our friend the guardian. A character who can do too many 
things will make the other players envious, listless; they may i 13. 
lose interest when they see how well another player can do \ 
merely by virtue of having had good die rolls. You'll almost 
certainly have to increase the experience point requirements for { 
the character at some point, though this is not the panacea for . 4 
every fault. Most of all, new classes should add variety to the [ 
game. If the game isn’t more fun with the class, change it or 
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forget it. 


It is more than twelve months since we last conducted a quest- 
ionnaire to establish whether or not White Dwarf continued to 


. What topics or subjects would you like to read in future 


. Give rating out of ten for the standard of artwork 


. Do you think it is worthwhile having a mini-game or mini- 


. Which has been the best mini-game or mini-scenario up to 
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! QUESTIONNAIRE 


] meet its readers’ requirements. Now once again this is YOUR 


chance to influence the contents of the magazine. We want both 
criticism and comment, and the more people who respond, the 1 
more accurate the assessment will be. Either cut up this page, 
send a photocopy or write separately with your completed 
questionnaire to Questionnaire, White Dwarf, 1 Dalling Road, | 
London W6 to arrive before 1st July 1981. 


1. 
j 


Give ratings outoften forthe following departmental features: | 


Fiend: Faétory’ .....3 088 (e) Character Conjuring .... ] 
SPBEDASON, 5 15...<: Sieg & menaeno (8) INOWS. oo «ovo a 6 ane acto H 
Treasure Chest ........ Ray” BREST ik ec wok hee oe 

Open Box. 6 ws. sais < oes (h) Clubs &-Helpsis ceca tn I 


. What other game system would you like featured on aj 
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main articles? 


. Which has been the best White Dwarf cover up to now? | 
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now? 
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The first issue of White Dwarf | bought was number 
bl ee 
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CLASSIFIED 


All classified ads must be prepaid 
at the rate of 5p per word. Please 
send copy and payment to White 
Dwarf, 1 Dalling Rd., London W6, 
making cheques/POs payable to 
Games Workshop Ltd. 


Games Designs Wanted 

Games Workshop are looking for 
science fiction and fantasy games 
from freelance designers. Games 
will only be accepted for consid- 
eration if a fully working proto- 
type plus full rules are submitted. 
Please write to the Production 
Manager, Games Workshop Ltd., 
1 Dalling Road, London W6. 


Scenarios Wanted 

Games Workshop are looking for 
Traveller and RuneQuest scenarios 
for publication. Please send sub- 
missions to the Production Man- 
ager, Games Workshop Ltd., 1 
Dalling Road, London W6. 


Alien Star Issue Three 

30 page Traveller magazine. 
Available from Robert 
McMahon, 16 Egdon Drive, 
Merley, Wimborne, Dorset 
BH21 1TY for 6Op post paid. 
Contains: Giant solo adventure, 
Space Shuttle goes Traveller, 
starship deck plans and all the 
regular features. 


Attention All Fanzines! 

Let it hereby be known that 
Games Day ‘81 (26th and 27th 
September) will feature an official 
fanzine stand. A payment of £10 
per fanzine is required before 
Ist August, for which you will be 
mentioned in the programme. 
Please send your payment to 
Games Workshop Ltd., 17/18 
Hythe Road, London NW 10. 


Shop Staff Urgently Required 
Managers, Assistant Managers and 
Sales Assistants are required for 
new games shops opening shortly 
in Birmingham, Newcastle, 
Sheffield and Cardiff. Retail ex- 
perience, knowledge of general 
and hobby games, and an aptitude 
for hard work are required, for 
which the right candidates will 
receive a good salary, staff benefits 
and a chance to work for a fast- 
expanding company. Applications 
should be sent to The Advertiser, 
Box 001, White Dwarf, 1 Dalling 
Road, London W6. 


For Sale 

Players’ Handbook, DM’s Guide, 
Monster Manual. Excellent con- 
ditionexcept Manual (fair). Accept 
£20. Also Traveller Books 1-5 and 
the Kinunir, accept £10, Phone 
Stephen Nottm874055 Thursday- 
Monday. 


Calling Umpires and Clubs 

if you would like to run a game 
or your club would like to put 
on on a demonstration game at 
Dragonmeet IV (8th August) and/ 
or Games Day '81 (26th and 27th 
September), please send details of 
preferred game and/or demon- 
stration to Andy Slack, Games 
Workshop Ltd., 1 Dalling Road, 
London W6. 
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The Doombook of Chaos 

Buy it if you dare! Issues 1&2 of 
this awesome publication (24pp 
FRP magazine) are available now, 
at the terrifyingly low price of 
40p each, including postage, from 
B. Bennett, Wells Gray, The Clough, 
Chorley New Rd., Bolton, Lancs. 


!Won Tuo Si Evif SdroiNogard 
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5, Siwel Ekim ot P&P cni p06 tsuj 
!Yadot Dnes, Yaled T‘nod. 
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CLUBS 

NORTH-MANCHESTER 

Proposed Club 

Games: Mainly AD&D. 

Time: Saturdays. 

Place: 6 Hamilton Rd., Whitefield, 
Manchester. 

Comments: For boys aged about 
12 —16. 

Contact: Jeremy Stanley, 
6 Hamilton Road, Whitefield, 
chester M25 6QW. Tel: 061- 
796 0218 


SOUTH EAST LONDON 

South London Warlords 

Games: Any. 

Time: Mondays, 7 pm. 

Place: St Clements Church Hall, 
Friern Rd, East Dulwich SE22. 

Contact: J. Merritt, 110 Salehurst 
Rd, Crofton Park, London SE4. 


MAIDSTONE, KENT 

Maidstone Wargames Society 

Games: D&D, any wargames. 

Time: 2 pm, third Saturday in 
month. 

Place: Methodist Church Hall, 
Bower Mount Road, Maidstone. 

Contact: Graham Armstrong, 12 
Ashford Road, Maidstone, 
Kent ME14 5BH. 


SUFFOLK 

Proposed Gaming Group 

Games: AD&D and others. 

Time: Saturday afternoon, evening. 

Place: Gt. Barton, near Bury St. 
Edmunds. 

Contact: Ralph Raistrick, ‘Green- 
ways’, Westwood, Gt. Barton, 
Bury St. Edmunds, Suffolk. 
Tel: Gt. Barton 372. 


NOTTINGHAM 

Forlorn Hope Wa: Society 

Games: D&D, other SF/F games. 

Time: Tuesdays. 

Place: Cariton Forum Leisure 
Centre, Conningsby Road, 
Nottingham. 

Contact: Adrian Shepherd, 4 
Foxhill Close, Nottingham 
NE4 1QQ. 


SOUTH EAST LONDON 

South East London Wargames 

Group 

Games: All wargames, D&D, 
fantasy. 

Time: 2nd, 3rd and 4th Fridays 
in month; 7pm—10.30pm. 

Place: Grove Park Youth Club, 
Marvels Lane, London SE12. 

Contact: Chris Hurren,41 Dunnery 
Road, London SEQ. Tel: 01- 
857 7264. 


EDINBURGH 

The Official DSMC AD&D Club 

Games: AD&D, Gamma World, 
Squad Leader. 

Time: Friday evenings and Satur- 
days. 

Piace: Members’ houses. 

Comments: Anyone between 13 
and 17 welcome. 

Contact: Derek Alian, 5 Royal 


Crescent, Edinburgh EH3 6PZ. 


Tel: 031-556 7456. 


CUMBRIA 

Cumbrian West Coast Wargames 

Club 

Games: AD&D, Traveller, Rune- 
Quest, other FRP, board and 
wargames. 

Time: Second Sunday of each 
month. 

Place: Gosforth Scout Prefab. 

Contact: Mark Mallard, 72 Fellview 
Gosforth, Seascale, Cumbria. 


HELP! 


Clubs, contacts and events can be 
advertised once at no charge up to 
@ maximum of 40 words. Further 
insertions at the rate of 5p per 
word. 


White Dwarf 

White Dwarf nos. 2, 3, 4, 5 and 

7 wanted, please contact Trevor 

French, Hillcrest, Greenhill Ave., 
Lympstone, Devon. Tel: Exmouth 
78332. 


White Dwarf 

Please, anyone got White Dwarf 
issues 1—14 for sale? Contact 
M.C. Evans, Dept. of Biology, 
Univ. of York, Heslington, York. 


Dark Star 

Send SAE for details of Traveller 
microzine featuring: Traveller 
news, rumours, events, weapons 
and Library Data. Send to: 

T.D. Graver (D.S.), 69 Lakeside 
Road, London W140DZ, England. 


Hey Girls! 

Play D&D? Want to learn? Female 
players between 13 and 17 years 
in Edinburgh area desperately 
needed for new campaign. Contact 
Boyce on 031-339 7614. 


Adventuress Wanted 

Across the Bifrost AD&D group 
needs female player. Prefably 
under 20 and living in Newcastle- 
Wallsendarea. Contact A. Kermode 
47 Windsor Drive, High Howdon, 
Wallsend NE28 OPS. Come on 
girls, where’s your newfound 
equality? 


HELP! 

Anyone in the North London 
area (eg Finchley) who knows 
how to play Space Marines please 
contact Chris Rose (Tel: 01-883 
4600) at weekends. Thank you. 


AD&D Middlesex 

A new player would like to make 
contacts in local/near area to start 
campaign. Geoff Squiff, 108 Tedd- 
ington Park Road, Teddington, 
Middlesex. Tel: 01-977 2346. 


Postal AD&D 

Anyone interested in playing a 
postal AD&D campaign should 
send an s.a.e. for details to Alex 
Manriquez, 7 Mill Lane, Acie, 
Norwich, Norfolk. NR13 3BL. 


FRP Canterbury 

Players wanted in the 
Canterbury-Sandwich area to 
form a small group of no more 
than seven members interested 
in playing D&D, RuneQuest, 
etc. but not SF. Minimum age 
18. Anyone interested please 
contact Stephen Russell, 21 
High Street, Wingham, Nr 
Canterbury, Kent CT3 1AW 
or phone Wingham 310 Sun- 
days around 6 pm. 


Traveller Exeter 

Players wanted for Traveller 
campaign (not postal). Con- 
tact Robert Heath, 33 Saxon 
Road, Exeter. Tel: Exeter 

37425 or go to Exeter War- 
games club, St Davids Hill 

Community Centre, Wednes- 
days 7 pm. 


National Wargames Convention 
Announcing a new Boardgames 
Section. Bundeswehr, Dread- 
nought, Quatre Bras, and Bastogne 
will be used in a national compet- 
ition, with a prize donated by 
SIMPUBS. Entry fee £2; cheques 
payable to ‘Terrier ‘81’. For 
further details write to: Martin 
Thorne, ‘Games’, 50-54 Man- 
chester Street, Liverpool L1 6ER. 


Nancon 88-1V 

July 31 to August 2. Tournaments 
in many role-playing and board 
games. Dealers room seminars, 
demonstrations, 100 person 
nuclear war contest in costume. 
Registration information: Nan’s 
Game Headquarters, 118 Briar- 
grove Center, 6100 Westheimer, 
Houston, TX 77057. SSAE please. 


Wanted 

Journal of the Travellers’ Aid 
Society numbers 1-5 and Traveller 
players, write or phone Andrew. 
Stewart, 17 Trinity Road, Dark- 
ingside, liford, Essex. Tel 01- 
550 4981. 


$.1.D. 

Spontaneous Idea Deliverers — 
any ideas, tricks, traps, monsters, 
spells? Send in 2 ideas — receive 

3 back. Send SAE to: Mark Webb, 
7 Pebblemoor, Eddilesborough, © 
Dunstable, Beds. 


Looking 

Fer further experience, two 33 
year old D&D journeymen seek 
seasoned campaigners of similar 
age and interest in Cambridge/Ely/ 
Kings Lynn area, please contact: 
Bill Milne, 24 Lynn Rd., Southery, 
Downham Mkt., Norfolk PE38 
OHU. 


Wanted 

MetaGaming’s Monsters Monsters. 
Will pay any reasonable price. 
(Around £5.00?) Please contact: 
Tim Middleton, Camway Cottage, 
Nanny Hurns Lane, Cameley, 
Avon, BS18 5AJ. Tel: Temple 
Cloud 52725 after 6 pm. 


Under-Achieving Dwarf 

(And 25-yr old human provider) 
seeks opportunity for advance- 
ment, Lancashire/Gtr Manchester 
area, Any club which can provide 
base for AD&D adventures, or 
like-minded beings presently at a 
loss, please contact: Sog the Silent 
{and keeper) at 18 Wright Street, 
Chorley, Lancashire. 


ANNOUNCING 


THE FIRST EVER 
BRITISH D&D 


‘Games fair’ 


Calling all dedicated Dungeons & 
Dragons enthusiasts — don’t miss the 
first ever D & D “GamesFair’” — a 
fantastic summer convention to be held at 
Reading University on Friday, Saturday 
and Sunday, the 10th, 11th and 12th of 
July 1981. 


Here is your chance to play Dungeons & Dragons and other 
great games, and take part in the 1981 British AD & D 
Championship. There will be exciting prizes for the winner 
and the Champion will be announced at the GamesFair. 
This fun-filled, skill-testing weekend will feature many top 
hobby games and will include Traveller, Apocalypse, Divine 
Right and 1829. For any idle moments there will be an array 
of arcade-style computer games. Fu// details of all the features 
and attractions will be printed in the Games Fair programme. 


There will be a maximum of 150 weekend residential places. 
Tickets at £21 each include two nights in your own University 
study/bedroom plus full English breakfasts on Saturday and 
Sunday. Residential tickets also include entry to all the days 
games and the AD & D Open Championship. There will also be 
250 weekend day tickets available at £3 each allowing access to 
the GamesFair. For these tickets holders all game entry fees will be 
extra. 


(Members of the D & D Players Association will receive a 
special discount of 5% on all advertised prices). 


Because of the limited number of tickets available, please use the 
order form below and avoid disappointment. We regret that non 
ticket holders will not be allowed entry during the convention. 
Persons under the age of fourteen also cannot be admitted. 


——_, == —— Siete —_—— 
ORDER FORM 
to TSR Hobbies (UK) Ltd., The Mill, Rathmore Road, Cambridge,CB1 4AD 


Please send me residential ticket/s for the GamesFair 


Please send me weekend day ticket/s for the GamesFair 


My name 


Postcode 


ge 
L 
L 


tama DO & D Players Association Member 


| wish to enter the D & D British Open Championship (£1 fee to 
non residential ticket holders} 


Address 


1 wish to help DM the ‘Open’ Please give details of experience 


| would like to run.a game of my own Please specify 


| 
O | 
| 


Please make your cheque or PO payable to TSR Hobbies (UK) Ltd_, 
and send to the organizers at GamesFair, TSR Hobbies (UK) Ltd.. 
The Mill, Rathmore Road, Cambridge, CB1 4AD 

Telephone Cambridge 0223 212517/8 


- 


Join the 
D & D Players 


Association 


The D & D® Players Association is for everyone interested in the 
DUNGEONS & DRAGONS* fantasy role-playing game — the game 
that is gaining tremendous popularity in the UK. Whatever your 
involvement in D & D, the Association will give you a unique 
opportunity to widen your interest — a forum for you to air views and 
ideas and to receive all the latest D & D news and events. It will also 
put you in touch with other D & D members and clubs all round the 
country. The Association is open to everyone, experienced players 
and those who are just beginning to enjoy the game. 

In addition to the bi-monthly D & D newsletter, Association members 
are eligible to receive special offers at pre-publication discounts, 
reductions on other D & D official activities, including entry to the 
forthcoming UK Games Fair to be held in July, and post-free service 
on all items ordered from us. You will also receive the Association's 
official lapel badge, membership card and sticker. All this for a current 
membership fee of only £1 per year. 

To join, simply send your name and address with your cheque or PO 
for £1 payable to TSR Hobbies (UK) Ltd. Please mark your envelope 
“D &D Players Association”. Let us know if you do not wish your name 
and address to be made available to other members. 

Overseas applicants please send £2.50. 


TSR Hobbies (UK) Ltd, The Mill, Rathmore Road, Cambridge CB1 4AD. 


THE 
D&D PLAYERS 


ASSOCIATION 


is preparing a Nationwide register of D&D clubs. 


This register will be distributed to all D&D PA 
members and club news and activities will be 
regularly published in the PA Newsletter. 


GET YOUR CLUB ON THE D&D MAP! 


Send the name, contact address, meeting place 
and date to: 


D&D PA CLUBS REGISTER 
TSR Hobbies (UK) Limited 
The Mill 
Rathmore Road 
Cambridge CB1 4AD 
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STARFORCE 300 1/10,000th Scale. 
NSF4 CRUISER (PARIS CLASS) NSF5 TANKER (ATHENS CLASS) 
NSF6 CRUISER (SHARK CLASS) NSF7 DREADNOUGHT (DRAGON CLASS) 
NSF8 EXPLORER (DRYAD CLASS) NSF9 CRUISER LT (BANSHEE CLASS) 
NSF10 TRANSPORTER (TROLL CLASS) NSF11 DRIVE UNITS TO UPRATE FTL. EXPLORER 
NSF12 SPACE LINER (ATLANIC) NSF13 STAR DESTROYER (GNOLL CLASS) 
NSF14 RIM RAIDER (MORGAN CLASS) NSF15 ASSAULT SHIP (HUNTER CLASS) 

CLEAR BASE AND WIRE INCLUDED 
SEND S.A.E. FOR PRICE LIST to Q.T.MODELS. 10 QUEEN ST. BRIDLINGTON. Y015 2SF. 
TELE. 0°62 70421. 


GAMES WORKSHOP Chronicle 


Miniatures 
ADVENTURERS CREATURES & MONSTERS 
al nas CF1: Cleric with mace CM1: Hill Giant....,.. 45p 
att CF2: Druid with spear & shield CM2: Ogre with club. . . . 35p 
Ae Bs aM... si CF3: Wizard “CMS: Bugbedr. . 6.» 30p 
x anced oe bay CF4: Illusionist with wand * CM3A: Bugbear with two- 
: aa - M CF5: Fighter withsword & shield handed weapon, . . . 30p 
0 Wo bNdl CF6: Dwarf Fighter in chain- * CM3B: Bugbear Chieftain . 30p 
y {' \\ e mail with hammer CM4: Zombie ........ 22p 
a. U NS} : CF7: Fighter/Henchman, left- CMS: Mummy........ 22p 
ye handed with equipment CM6:Werewolf....... 28p 
and lantern CMTS WIE 5 cares 25p 
; ry 4 CF7A: Left-handed Fighter with CM8: Vampire........ 25p 
| Ss shield *CM9: Hobgoblin ...... 25p 
= » CF8: Ranger with sword, shield *CM9A: Hobgoblin with two- 
and bow handed weapon... 5p 
CF9: Elf Fighter/Wizard *CM9B: Hobgoblin Chieftain .25p 
CF10: Thief back-stabbing GENS PON x - cce 6s ad as 35p 
CF11: Dwarf Thief sneaking CM11; Cyclops... .. «+ 35p 
CF12: Assassin TAD SEDO sisi ap0 aos acs 25p 
CF13: Assassin with dagger and CM13: Medusa ....... 25p 
garotte behind back *These are individualised figures 
CF14: Henchman/Hireling with 
pack and lantern ANTI-TYPES 
CF15: Female Cleric — robed CT1: Hag (Black and Midnight) 
CF16: Samurai Adventurer —_—_ in eee ee 25p 
CF17: Ninja CT2: The Grim Reaper. . . 28p 
CF18: Monk CT3: Ruffian with Dagger . 25p 
CF19: Half-Orc CT4: Ruffian with Sword . 25p 
CF20: Paladin CTS: Brigand with Sword 
CF21: Female Thief and Shield....... 25p 
CF22: Female Wizard CT6: Insane Illusionist. . . 25p 
CF23: Martial Artist CT7: Evil Dwarf Fighter. . 25p 


ALL THE ABOVE @ 25pEACH CTS: Dark Elf Fighter/Thief.25p 


Please add 10% P&P. Minimum 25p (£10 & over Post Free) 
Overseas please add 33%. Airmail please add 50% 
TRADE INQUIRIES WELCOME 

ORDERS TO: Chronicle Miniatures, 
Unit 22, Blaenau Gwent Workshops 
Pond Road, Nantyglo, BRY NAWR, GWENT. 
TEL: 0495 312851 / 0495 333748 
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DRAGONMEET ID nee 


A DAY OF SCIENCE FICTION & FANTASY GAMES 


Experience what's new in the SF/F games and miniatures world. 
Meet the personalities and, perhaps, win a prize in one of the 
many competitions at: 


CHELSEA OLD TOWN HALL, 
KINGS ROAD, 
LONDON SW3. 


SATURDAY 8th AUGUST, 1981. 
DOORS OPEN 10.30—6.00 
ADMISSION 75p 


Inside the Old Town Hall (of Horror) will be: 

* TRADE STANDS * GAMES COMPETITIONS * 
FIGURE PAINTING COMPETITIONS (25mm single and 
multi-figure classes) “ COMPUTER GAMES * GAMES 
PLAYING AREA * SNACK BAR * AND MORE 


“ ml eid bl 
THE BES ADVANCE ONE 
Ney ad bk \ oy rr pe, cHTANTASY FISURES ss woeacon, 
SELEC | ION GARRISON SSR 


Or SCIENCE au KARCAMESGURES 
FANTASY& i 
WARGAMES 

IN THE 
MIDLANDS. 


John WJ Bagnall Lea 77 SUTTON RD 


MAIDSTONE 


44 Piccadilly Hanley game 


use with 25mm 


Please mention WHITE DWARF when replying to advertisements 


skeletons 
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MINIATURES 


NOTTINGHAM'S FORE FANTASY AND SCIENCE FICTION SHOP 


NEW! 15mm Science Fiction Figures 
designed to the highest standards 


A S G A RR D possible for use with any role playing or 
combat S/F rules. 
All figures supplied in packs of four 
S po O a figures except codes marked * pack of 
two figures. All codes 30p 
—~ RULES 


Combat 3000 £1.80 
St. Mary Combat 3001 £1.60 
Fa The Virgin Laser Burn £1.85 


cs aah a) IMPERIAL SPACE MARINES 
MSM1501 Space Marine in Full Armour 

enaadnank Pavement MSM1501A* Space Marine in Full Armour Flying 
ap aie Commerce Sq.| MSM1502 — Space Marine in Light Armour 
Shopping ees “1 MSM1503 Space Marine in Battle Armour 
aca Space Marine in Battle ou 

b sph MSM1503A* Space Marine in Battle Armour Flying 

ASGARD MSM1504 Shock Trooper in Battle Armour with 
_ Bus MINIATURES Force Axe 
Depot MSM1505 Space Trooper Captain 


Na To NOTTINGHAM STATION TRIMOTES 


MSM1511 Trimote with Displacer Cannon 
OPEN 9.30 pm till 5.00 pm MSM1512 Trimote with Grenades and Displacer 
MSM1513 Trimote with Disintegrator and 
Monday to Saturday Pioleciet 
Figures by:- MSM1514 _—Trimote in Power Armour 
Asgard Citadel Ral Partha, MSM1515 Trimote Overlord 


QT Games and Rules by: 


Weekday Cross 


36 HIGH PAVEMENT, 
NOTTINGHAM. 


Trade Orders Welcome 


SAURIANS 

MSM1521 Foot Saurian in Power Armour 
MSM1522 Foot Saurian Firing 

MSM1523 Saurian Riding Hunting Lizard 60p(1 fig) 
MSM1524 Saurian Riding Giant Slug G0p (1 fig) 


MANDIBLEX 

MSM1531 Mandiblex with Auto Blaster 
MSM1532 Mandiblex Officer 
MSM1533 Mandiblex Plasma Gun 
MSM1534 Mandiblex in Power Armour 


ORT 

MSM1541 Ort with Sonic Gun 

MSM1542 Ort with Assault Laser 

MSM1543 Ort with Sonic Amplifier 

MSM1544 Ort Cyborg 

MSM1545* = Ort Riding! Hunting Lizard 6Op (1 fig) 


PERSONALITY FIGURES (HUMANS) 


MSM1551 Male Scouts 
MSM1552 Female Scouts 


This is only the start of a comprehensive 
range of 15mm S/F figures. Soon to be 
released are more human and alien races 
with all their support weaponry and vehicles. 
Send 50p for a full list of Asgard figures and 6 
samples of the MSM range. 


TSR, GOW, Judges, Guild, UK Mail Order Rates min. 25p 10% to £10. Orders over £10 POST FREE. 


Chaosium, Metagaming, Tabletop 
Games, Games Workshop. 


Overseas Surface 30%. Orders sent within seven days of reciept 


FLYING ==7@_. | FOREVER Pt haba 


BUFFALO “% 


with the latest in 


TUNNELS AND TROLLS 


(and other good games) 


Tunnels and Trolls (revised) 


NEW SOLO DUNGEONS 


enearian BRED) eyorenthe: Sivered BOTH SHOPS ARE OPEN SIX DAYS A WEEK, 10AM-6PM 
Sword for Hire P .... £2.00 Pane. R i 
Circle of Ice 95p CityofTerror...................83. Ss. F BOOKS 

(a pocket solo) Naked Doom £1, = be. 
And the old favourites Sorceror Solitaire 4 DUNGEONS ie DRAGONS | 
Buffalo Caste. nn ROO WieFE WOME... ror BN MARVEL & D.C. COMICS 
Arena of Khazan £2.25 Overkill, ! } 3 MINIATURE FIGURES 
i Ace nner be a POSTERS, BADGES 

YSS , j 
T&T CHARACTER SHEETS ‘ £1.50 for a set of 25. UNDERGROUND COMIX 
T&T Death Dice (black) ..... 50p a pair (six sided) WARREN MAGAZINES 
T&iT Official pencil 15p each (plus 10p postage) TRAVELLER, RUNEQUEST 

DMS DUNGEONS HIGH TIMES, ART BOOKS 


Dungeon of the Bear Level 1,2and3 mi £1.25 each. 
Uncle Uglies Underground Level 1 . ; £1.25 


PLUS THE LATEST SOLO DUNGEON SEWERS OF OBLIVION 


£3.50 
FLYING BUFFALO 
POB 100 Bath St., Walsall, 
West Midlands. 


NOW HAS 
TWO LOCATIONS 


BRISTOL | BATH 


59 PARK STREET 14 KINGSMEAD SQUARE 


Tel. 0272 25454 


Ss. F. ai sonia ca alice 


‘SEND S.A. F FOR A MAILORDER | 


Tel. 0225 66474 


= —_ 
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in the South 


Science Fiction 


* Shooting Stars (Yaq) £11.95 
Dune (AH) B, R £11.95 
t Starfall (Yaq) 8 £9.45 
Starfleet Battles (TF) £9.95 
* StarFleet Bt. Expansion Module £4.40 
t Starfire, Asteroid 04 (TF) £2.90 
* Dark Stars (SimCan) £7.75 
Mayday (GDW) £4.50 
Dark Nebula (GOW) £4.50 


John Carter of Mars (SP!) £12.90 

t Imperium (GOW) £8.50 
Asteroid (GDW) £4.50 
Kung Fu:2100 (SJG) £1.95 
Time Tripper (SP!) £4.50 
Laser Tank (JG) M £1.70 
Bloodtree Rebellion (GOW) £9.50 
Final Frontier (RP) £9.95 
Starfire 11, Robots (TF) £2.90 each 
Space Opera (FGU) R, Bxd £9.75 
Ice-War, Chitin, Rivets, 
Ogre, Olympica, Black Hole, Holy War, 


Warpwar, Artifact (MGC) £2.95 each 
t+ Cosmic Encounter £8.50 
t CE Expansion Kits 1-5 £3.00 each 

GEV (MGC) £2.95 
Quirks (Eon) £8.95 
Spacefarer's Rules (SF Skirmishes) £1.95 
Stellar Conquest £8.95 
Godsfire £11.95 
War of the Worlds (TF) £7.50 
Dr Who (GW) £6.96 
Freedom in the Galaxy (SP!) £11.95 
Battlefleet Mars (SP!) £9.50 

* Dimension Demons (MGC) £2.95 
Starships & Spacemen (FGU) R £4.20 
Space Patrol (LZ) R £4.20 

* Amoeba Wars (AH) £11.95 

* Triplanetary (GDW) £8,95 

* Attack of the Mutants (Yaq) £5.95 

* Asteroid Pirates (Yaq) £5.95 

* Azhanti High Lightning £14.90 


SF — Traveller R, S (GDW) 


t Basic Rules Set £5.90 

Mercenary, Highguard £2.95 each 

1001 Characters, Animal Encounters 
Citizens, Spinward Marches £1,95 each 
76 Patrons, Traders-& Gunboats £1.95 each 
Logbook £2.04, Screen £1.90 

Traveller Journal £1.50 

Starships & Spacecraft £4.50 

Scenarios: 

Twilight's Peak, Leviathan, Kinunir, 
Research Station Gamma, 
Shadows/Annic Nova £2.45 each 

Ley Sector (JG) £3.50 

Best of Traveller's Journal £2.95 
Pen-Latol's World £5.95 

Encounters Ventura Quad £2.75 

Port Xanatath, Geptorem £4.95 each 
Mission to Zephor, Nystalux £4.95 each 


Special Offer 
New Arrival 
Role Playing Rules 
Play Solo 
Boardgame 
Miniature Rules 


+ 


* 


=o" a 


The Awful Green Things from Outer Space £7.80 


Invasion of the Air Eaters (MGC) £2.25 each 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS 


® Our NEW SHOP is now OPEN ! . 
e@ Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 


Fantasy — Role Playing 
Dungeons & Dragons R 


Basic Set £8.50, * Rule Book £2.40 
+t Monster Manual £8.50 
t Players Handbook £8.50 
t Referees Guide £9.95 
Deities & Demi-Gods £8.50 
Dungeon Modules: 
G1, 2,3,01,2, $2 £2.70 each 
Basic B1, T1, A1, D3 £3.00 each 
Expert Set Module X1 £3.80 


* C2-Ghost Twr of Inverness (Ivis 5-7) £3.00 


Q1, C1 £4.50 
$3 — Expedition to the Barrier Peaks £4.95 
* Al-Slave Pits (for Ivis 4-7) £3.00 
World of Greyhawk £6.50 
Best of Dragon £2.75 
Temple of Ra Accursed £1.60 
* The Unknown Gods (JG) £4.50 
Mines of Custacon, Book of 
Treasure Maps £2.95 each 
* The Spies of Lightelf (JG) €3.50 
* Furioso (D6) £4.95 
Sword of Hope, Tower of Ulission £2.04 each 
* Standing Stones (ScaD) £2.65 
Caverns of Thracia £4.50 
City State of the World Emperor £8.95 
* Official D&D Miniatures £4.25 & £6.80 


The Fantasy Trip (MGC) R 


In the Labyrinth (for Referees) £3.50 
Wizard, Death Test |, £2.60 each 

Melee (4th Edn), Death Test |! £2.95 each 
Advanced Melee, Adv Wizard £3.50 each 
Tollenkar'’s Lair £2.25 

GrailQuest, Silver Dragon £2.95 each 
Security Station £2.95 


Tunnels and Trolls (FBI) R 


Revised Rulebook £4,00 
Character Sheets £1.65 
Solo Dungeons: 


Overkill, Buffalo Castle, Labyrinth £2.20 each 


Sorcerer Solitaire, Naked Doom £2.20 each 
Beyond the Silvered Pane, Sword for Hire, 
Arena of Khazan £2.40 each 

City of Terror £3.70 

Sewers of Oblivion £3.00 

The Toughest Dungeon £3.20 

For Dungeon Masters: 

Uncle Ugly’s Underground Level 1 £1.60 
Dungeon of the Bear 1,2 & 3 £1.60 each 
Goblin Lake, Abyss £1.05 each 


Runequest (Ch) R £7.95 (2nd Edn) 


Boxed Runequest £13.95 
Source Packs £1.65 each 
Cults of Prax, Foes £7.95 each 
“ RuneMasters, Plunder £3.95 each 
* Gateway Bestiary £4.50 
Balastors Barracks £2.00 
Apple Lane £2.95 
Snake Pipe Hollow £3.50 
Broken Tree Inn (JG) £3.00 
Duck Tower £4.50 
Hellpits of Nightfang £2.04 
Runequest Shield £2.20 
* City of Lei Tabor (JG) £4.95 
* Duck Pond (JG) £4.65 


Chivalry & Sorcery (FGU) 
Rulebook £5.45 
Sourcebook £4,75 
Swords & Sorcerers £4.75 
Destrier £2.90 
Arden £4.75 

t+ Saurians £6.95 
Judge's Shield £2.50 


Mortal Combat R £3.90 
t* Cardboard Heroes £1.90 


These were just some of our games. Qur catalogue contains details of virtually all games 
available in the U.K, Send 16p in stamps & 18%ps.a.e. (overseas 4 j.r.c.) for a copy 


(or free with orders over £4.00) 


MAIL ORDER CHARGES: p&p included for UK/Eire/BFPO/APO (Europe) Overseas: 
Surface Mail — Add 25% (minimum 70p), Europe Air Mail — add 40% {minimum 90p); 


Fantasy Games 


t Mystic Wood (Phi) £6.50 t 
Demons (SP!) £2.95 Boxed £4.50 
Deathmaze (SP1) £2.95 
DragonQuest (SPI) £6.95 t 
King of the Mountain £11.50 

t Wizard's Quest (AH) £11.95 

+ Sorcerer's Cave (Phi) £6.50 
S.Cave Expansion Kit £2.75 
Fantastic Encounters S £3.00 t 
Middle Earth (SP!) £12.90 

+ War of the Ring (SPI) £9.90 
Superhero 2044 (FGU) R £3.95 

* Hazard (JG) (SprHero Aid) £1.70 
Swordquest (TF) £3.90 
Valkenburg Castle £2.90 
Villains and Vigilantes (FGU) R £3.25 
Mythology (Yaq) £11.95 
Hero, Swashbuckler (Yaq) B £4.95 each 
Heroes (TT) R £2.90 
Warlock (GW) £6.95 
Valley of the Four Winds (GW) £6.95 
Hammer of Thor (GSi) £15.90 
Dragon Lords (FGU) Bxd £9.45 

* Lords of the Underearth (MGC) £2.95 
Skull & Crossbones (FGU) R £7.95 

* Pieces of Eight (FGU) (S&C aid) £2.60 


Board Wargames — XXth Century on’ 


Power Politics / Diplomacy 
/Economic Games 


Samurai (AH) £10.95 
After the Holocaust (SP!) B £8.95 
Der Fuhrer (LS) S,8 £2.99 
Junta (CWW) B £8.95 
Machiavelli (AH) £10.95 
Apocalypse (GW) £6.95 t 
Nuclear War (FBI) £4.60 
t* Imperium Romanum £17.90 
Mercenary (FGU) Bxd £8.00 


Business Games 


Acquire (AH) £11.95 

Administrative Waltz (Phi) B £9.45 
1829 (HT) B £17.00 

Fortune (Phi) B £12.90 

Ojl Depots & Ironmaster (OGW) B 90p 
Rail Baron (AH) B £11.95 

Transclyde £4.90 

Foreign Exchange (AH) £11.95 


oe 


Sports Games 


Basketball Strategy (AH) £10.95 
Major League Baseball (AH) £12.95 
Regatta (AH) £11.95 
NBA Basketball (AH) S £11,95 
USAC Auto Racing (AH) S £10.95 
* Title Bout (AH) S £12.65 
* SPI Baseball, Footbal! £4.50 each 
Speed Circuit (AH) £10.95 


Other Games 


* Hexagony (AH) £10.95 
Game of Ancient Kingdoms (HT) £10.00 
Doublethink £5.50 
Ephemeris £6.35 
* Taxi (Phi) £8.50 
Mentalis £4.50 
* Source of the Nile R £11.85 
* Civilisation (HT) £17.00 
* Election (int) £7.90 
Rubik's Cube £6.25 


B 
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SHOP OPEN: 9.30 — 1.30. 2.30 —5.10 
on Mon, Tues, Thurs, Fri, 
9.15 — 5.15 on Saturday 


CITADEL, RAL PARTHA & LEVIATHAN 
Fantasy and Science Fiction miniatures at 
manufacturers prices p&p 10% [12p min. — 
90p max.] Overseas p&p 30% [50p min.] 


* Ace of Aces (WWI Aerial) £9.95 
* Stalin's Tanks (MGC) £2.90 


* Raid On Iran (SJG) £1.95 
* Air Force (AH) New Edn £11.95 


Magazines 


* Alien Star 75p 


Singmaster’s Notes on Rubik's Cube £1.70 


Simple Approach to Magic Cube 70p 
* Motorway £8.95 


Air Mail elsewhere — add 75% (minimum £1.40) except Yaq, AH & Phi games — add 


100%, 
Payment in £ Sterling please. 


Please mention WHITE DWARF when replying to advertisements 


ALDERSHOT Hants GU11 1JU 


— NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


oard Wargames — PreXXth Century 


War and Peace (AH) £11.95 

The Ironclads (Yaq) £11.65 
lronclads Expansion Kit £10.50 
Middle Sea (FGU) £12.45 
Kingmaker (AH) £10.95 

Ram Speed (MGC) £2.95 

Trireme £11.45 

Gladiator (AH) £8.95 

La Bataille D’Austerlitz (Mar) £17.45 
Kingmaker (Phi) £8.75 

McPherson's Ridge (TF) £7.50 

Thin Red Line (Yaq) £12.90 

Bloody April (SPI) £16.50 

Arcola, 100 Days (OSG) £2.95 each 
Robin Hood (OSG) £3.50 

Empires of the Middle Ages (SP|) £10.95 
Bonaparte in Italy £13.95 

Devil's Den (OSG) £8.95 

20th Maine (OSG) £2.95 

Fury of the Norsemen (MGC) £2.95 


Guns of August (AH) £12.45 
Hof Gap (SP!) £6.95 

Fifth Corps (SPI) £6.95 
Paratroop (SPI) £6.95 

Pattons Third Army (SPI) £6.95 
Fall of France (GOW) £14.95 
Kursk (SPI) £9.50 

China War (SP!) £9.50 

Battle for Stalingrad (SP!) £9.50 
‘88', Panzer (Yaq) £11.95 each 
Armor (Yaq) £15.95 
Beachhead (Yaq) £4.95 

Fast Attack Boats £4.95 

The Longest Day (AH) £40.00 
Fortress Europa (AH) £11.95 


Operation Pegasus (TF) £2.90 
Squad Leader (AH) £11,95 
Cross of tron (AH) £10.95 


Crescendo of Doom (AH) £11.95 
Warsaw Pact (TF) £7.50 
Prochorovka (TF) £2.95 

Third Reich (AH) £11.95 


The Space Gamer (MGC) £1,50 
The Dragon (TSR) £2.75 
White Dwarf 95p 
Best of White Dwarf Scenarios, 
Articles £1.70 each 
Dungeoneer Journal £2.04 
StormLord 65p 
Different Worlds £1.60 
Sorcerer's Apprentice £1.25 
Fire & Movement £1.50 
Strategy & Tactics (+ game) £2.95 
Wargamer (+ game) £3.25 


New Beholder 90p 

The Grenadier (GDW) £1.50 
Spectre 65p, Palantir 55p 

Wyrms Footnotes £1.45 

Ares (SPI) £1,95 

Aerial Servant, Black Rider 65p each 
Wanderer, Wyrm’s Claw 70p each 
Gryphon £1.65 


ESDEVIUM GAMES (W5) 
185 Victoria Road 


Tel: Aldershot 311443 


or (evenings) Farnham 722269 


33 


Experts recommend FGU: 


Stephen Turnbull, author of ‘The Samurai’ 
‘What js outstanding in this 
game is the immense and accurate detail with which the 


about ‘Land of the Rising Sun,’ "" 


designer has set his scene.’ 


GAMES 6-.vev00 


50-54 MANCHESTER ST., LIVERPOOL L16ER Tel: 051-236 2605 
OPEN: Mon.-Sat. 9am to 5.30pm 


FOR WAR, FANTASY AND SCIENCE-FICTION GAMING 


FANTASY GAMES UNLIMITED ix. 


The 
Here is what 
‘Space Opera,’ ” 


has this to say 


hobby press loves FGU: 
“The Beholder” 
it 1S an excellent prece of work and | defy 
anyone to show me a better SFRPG.” 


magazine had to say about 


Top a ag 40 choose FGU: 

fines’ SF rules have been selected by the 
organisers for use in this year's National Wargames 
Championship to be held at St. Georges Hall, Liverpool, 5th 
& 6th September 


WHAT MORE CAN WE SAY? ONLY THAT FGU PRICES ARE LOWER THAN EVER AND THAT FGU QUALITY IS AS HIGH AS EVER. 


*NEW* PIECES OF EIGHT 
SKULL & CROSSBONES Supplement 
and Adventures £2.45 


SPACE OPERA is a new SF role-playing 
system. Regular future releases of 
supplementary matenalareplanned £9.75 


The CHIVALRY & SORCERY series 
provides rules and information fora 
complete FRP campaign plus excellent 
medieval wargames rules. Itis one of the 
most complete systems and is 
Particularly suitable for players witha 
wargaming background £5.45 


TUNNELS & TROLLS 
FANTASY GAMES SYSTEM 

Rulebook (2nd edition) 
Naked Doom, Solo Dungeon 
Sorcerer Solitaire, Solo Dungeon 
Sword for Hire, Solo Dungeon 
Labyrinth, Solo Dungeon 
Butfalo Castle, Solo Dungeon 
City of Terror, Solo Adventure 
Beyond the Siivered Pane 
Arena of Khazan 
Weirdworid, Solo Dungeon 
Overkill, Solo Dungeon 
Dungeon of the Bear, Levels 1, 2, 3, 

Reterees Dungeons each 
Uncle Ugly'’s Underground, 

Referee’s Dungeon 
Goblin Lake, Solo Adventure 
Abyss, Solo Adventure 
Sorcerer's Apprentice Mag 
T&T Character sheets, pad of. 

TRADE ENQUIRIES WELCOME 


£3.50 
£1.80 
£1.80 
£2.00 
£2.00 
£2.00 
£3.50 
£2.25 
£2.25 
£1,80 
£2.00 


DICE 

Zoochi Poly Set: £1.75 
Individual poly dice: 45p each 
020x2: 85p 

D8x2' 85p 

Gem Dice. poly set £4.25 


24 x 2t ins iper 100) £1.00 
34 x 44 (per 100) £1.50 
4 = 5} (per 100) £2.00 
5 = 7} ins (per 100) £2.50 
6 = 9 ins (per 50) £1.50 


Task Force 

Starfleet Battles Expansion 
Starfleet Battles, boxed 
Spelibinder 

Robots 

Starfire! .. 

Starfire |! 

War of the Worlds, boxed 
Swordquest 

Valkenburg Castle ... 


pooRRRRSE 
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Hus with Woes 


WHY NOT ORDER BY TELEPHONE 
USING ACCESS GR BARCLAYCARD 
save the trouble of sending a letter 
and cheque 


WE PREFER THIS METHOD - We can try 
tu answer any queries and you will also be 
sure you are getting exactly what you want 
and sooner — normally by return of post 
P&P: Order value over £4.00 — Free 

Order value up to £4.00 - Add 20p 
UK & BFPO ONLY 
WE REGRET THAT WE CANNOT PRO- 
CESS ORDERS FOR FIGURES OR OVER- 
SEAS ORDERS 


Skull & Crossbones £7.95 
Space marines: £3.95 
Archworid. £3.25 

Arden £4.75 

Bireme & Galley: £7.45 

The Biue-light manual: £3.25 
Bunnies & Burrows: £3,25 
Castle plans. £2.95 

C&S Sourcebook: £4.75 
Citadel. £2.25 

Colony Delta: £7.95 
Conquest of North Amenca: £4.75 
Destrier. £2.75 

Down Styphon!. £2.25 

The Dragoniords: £9.45 

Fire, Hack & Run £2.25 


Flash Gordon & The warriors of Mongo: £3.25 


Fortification plans; £2.95 
Frederick the Great: £2.75 


YAQUINTO GAMES 


Barbarians: albumgames *new* 
Asteroid Pirates: album game *new*.... £4.95 
Demon's Run. albumgame *new* ._....£4.95 
Attack of the Mutants: album game *new* 
£4.95 
Roaring Twenties: album game “new*, £5.95 
Neck and Neck: album game *new* £4.95 
Market Madness: album game *new* £5.95 
Time Wars: sf game £9.45 
Starfall: sf game £9.45 
Battle: beginner's album game £4.95 
Ultimatum: contemporary, strategic .....£8,50 
CV; Battle of Midway 
Beastlord fantasy 
Panzer WWV2, tactieal 
lronciads: naval 
Sword & the Flame: colonial rules 
Murfreesboro’: ACW 
Mythology: fantasy F 
Thin Red Line: Battle of Waterloo 
Great Redoubt: Battle of Borodina 
‘B8': WW2, Western Desert, tactical £11.95 
Pickett’s Charge: Battle of Gettysburg £11.95 
Swashbuckler. album game £4.95 
ironciads Expansion Kit £10.50 
Beached: album game £4.95 
Marine 2002: sf £11.95 
Fast Attack Boats: album game £4.95 
Hero: album game £4.95 
Armor; WW2, n/w Europe, tactical £15.95 
Shooting Stars: sf £11.95 
Dallas: album game £6,965 


£4.95 


TRADE ENQUIRIES WELCOME 


PERSPECTIVES 

Beat to Quarters; Super-detailed Napoleonic 
naval rules £5.95 
Presenting the ultimate in detailed ACW sys- 
tems. C.P. games use the same basic rules 
with modifications for each game to bring out 
the characteristics of that particular battle 
Sharpsburg, (Zip-lock bag). 

Road to Washington (Boxed) ... fea 

TRADE ENQUIRIES WELCOME 


Traveller: Boxed, 3 books......... 
Mercenary: Book 4 of Traveller. 

High Guard: Book 5 of Traveller 
Citizens of the Imperium: Travel 
Spinward Marches; Traveller sup 
Kinunir: Traveller Adventure... 
Research Station Gamma: Adventu 
Shadows/Annic Nova: Double Adventu: 
Azhanto High Lightning... 

76 Patrons: Traveller Sup.. 

Twilights Peak: Adventure . 

Leviathan: Adventure... ; 

Bright Face/Mithril; Double adventure .. 
Pen-Latol’s World: Adventure.......... 
Encounters in the Phoenix Quadrant . 
Ley-Sector: Adventure. 


INES Trade Enquiries Sone 
Fire & Movement: Board wargames journal 
£1.40 per copy, or six copy sub £8.40 
Gryphon: SF/Fantasy, per cop £1.50 
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Please mention WHITE DWARF when replying to advertisements 


Gangster £6.75 

Galactic conquest: £2.25 
Giac My: £2.75 

Gladiators: £2.25 

Homes & Hovels: £3.25 
Legion: £2.75 

Lords & Wizards. £9.45 
Madame Guillotine; £2.25 
Mercenary £7.95 

Middle Sea: £12.45 

Rapier & Dagger: £2.25 

Royal armies of the Hyborean age: £3.25 
Saurians: £6.95 

Starships & Spacemen £3.95 
Swords & Sorcerors: £4.75 
Towers for tyrants. £3.95 
Villains & Vigilantes: £3.25 
War of the ring: £7.95 
Broadsword: £2.45 


DUNGEONS AND DRAGONS 

D&D Advanced Players’ Handbook |... 

D&D Advanced Monster Manual 

D&D Advanced Referee’s Screen 

D&D Basic kit includes introductory module 
(B1). dice set and basic rules .. 

D&D Basic Rules 

D&D Advanced Reteree’s Guide 

Deities & Demi-Gods . 

D&D ADVENTURES and Aids 

G1 Lair of the Hill Giant Chief 

G2 Glacial Rift of the Forst Giant Jarl......€2.25 

G3 Hall of the Fire Giant King ..... £2.50 

D1 Descent into the Depths of the Earth 
£2,50 

D2 Shrine of the Kuo-Toa. 

D3 Vault of the Drow 

B1 In Search of the Unknown 

B2 Keepon the Borderlands 

$1 TombofHorrors......... 

$2 White Plume Mountain ... ane 

S3 Expedition to the Barrier Peats 

Q1 Queen of the Demonwab Pits. 

Al Siave Pits of the Under City 

C1 Hidden Shrine of Tamoachan 

T1 Village of Hornmiet... 

World of Greyhawk ins 

Basic D&D Character Sheets. 

OM's Screen... NES 

Rogues Gallery, NPC Stats. 

Character Folder, campaign records. 

NPC Character Sheets... 

AD&D Character Sheets. 

OM’ sAdventure Log.............. 

City State-World Emperor .. 

City State—invincible Overlord as £8: 50 

Games: Good selection of cas- 
settes for TRS80, Lvl. now available Send 
for lists 


Ace of Aces: WV! dogfights £9.95 
ZARGONIANS Trade Enquiries Weicome 


These 23mrm tall, ready coloured cardboard 
counters, fixed in plastic stands, provide com 

plete dungeon populations for those without 
the time to prepare and paint metal figures 
75p per sheet (up to 24 pieces) 

50p per pack of 10 plastic stands 

SEND SAE for full list 


BOARD WARGAMES 

Trade Enquiries Welcome 

SUM-CAN games: TWO NEW RELEASES 

Dark Stars: Sim-Can’s 1st S.F. game 

Assault on Tobruk: Company level desert 

game 

Also available: Lee at the Crossroads; Kngs- 

marine; Raketny Kreyser; Quebec Libre; |JN; 

Torpedo; | Will Fight No More Forever, Le 

Grande Empire; Warring States; Peloponne- 

sian War; all at r £7.75 

Commando Wargames: Rolling Fhunder 
£9.95 


Marshal Enterprises: 
La Bataille d’Austerlitz, zip-lock ............£17.45 
La Bataille d'Espagnol—Talavera............€9.95 
Peoples’ Wargames: 
Korsun Pocket . £14,956 
Korsun Pocket, boxed £16.95 


“spepeepece enpasoonnas 
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TRADE ENQUIRIES 
WELCOME 


Odysseus. 4 role-playing game of 
adventure in classical Greece, The 
historical basis of the rules makes fora 
refreshingly different RPG £2.95 


Land of the Rising Sun is a role-playing 
ame set in the Japan of the Samurai 

g R. Turnbull, author of ‘The Samurai’, 

turned a critical eye on the game and 

concluded that the attention to detail and 

accuracy was superb. £9.75 


AVALON HILL 

Crescendo of Doom 

Cross of Iron...... 

Midway 

Panzer Blitz 

Panzer Leader 

Richthofen's War .. 

Russian Campaign 

Squad Leader 

War & Peace ......... Fabel iedit inher 
Wooden Ships! &lron Men. wt 
Airforce 

Dauntless 

Flat Top 

Dune 

Magic Realm 

Starship Troopers. 

The Longest Day 

Fortress Europa 

Circus Maximus 


PHOENIX GAMES 
Streets of Stalingrad 
Bushido 

Bushido Referee’s screen 


CHAOSIUM 
Runequest boxed kit 


PHILMAR GAMES 
Sorcerer's Cave & Mystic Wood .. £5.95 each 
Sorcerer's Cave Expansion Kit £2.75 


GAME SCIENCE 

Trade Enquines Welcome 

Empire of the Petal Throne 

Star Fleet Battle Manual 

Strike Team Alpha. 

Superhero 2044 

METAGAMING 

NEW Micro-games adventures: Treasure of 
the Silver Dragon; Grail Quest; Ram Speed; 
Death Test 2; Rommels Panzers; Artifact; all 
£2.95 set. 

NEW: Advanced Wizard; Advanced Melee, 


in The Labyrinth (Game Masters Module), 


£3.50 each 
Micro-Games: Annihilator/One World; Hot 


Spot; Ogre; Chitin 1; Melee; Deathtest; Warp 

War; Rivets; Olympica; Ice War; Black Hole; 

Sticks & Stones; Holy War; Invasion of the Air 

Eaters; Wizard: GEV: ... allat £2.20 each 
SEND SAE FOR LATEST LISTS 


The Official AD&D" 
Figures Collection is here 


Now you can add a fantastic, new dimension to yourAD&D game 
with the first ever collection of AD&D figures recognised and 
approved by the game originators. These 25mm high white metal 
stand-up figures, each moulded with intricate detail of fighting 
stance, clothing, weaponry, armour and accessories enables you 
to. achieve a new level of imaginative involvement in AD&D and in 
your particular adventures. 
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These characters are available in packs of 10 and 20, costing 
around £3.50 and £6.50 respectively. There is also a special 
AD&D “Action Art” pack which contains 12 different figures plus 
a selection of durable acrylic paints, a brush and a painting guide. 
With this you can colour the characters and their equipment to 
your own design. The Action Art pack costs around £6.50. 

All prices include VAT. 
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